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RAYMAN (2 


Gas ESCAPE 


en: t|] need to know several moves and actions to get Prough Rayna 2 uasili The: buttons you press 
will depend on the platform you're using. Refer to the following table for help when you want Rayman to 
obey your commands. These basic moves will s@rve you well. ai 


si 


i 
$ 4 
= 
PlayStation 
Controls Controls 
“Jump ores ® ve 
k x E i Move N64 Dreamcast PlayStation 
| E Controls Controls Controls 


Press ®, : : Press ®, Press x, 
press and press and _ press and 
hold ®©. hold @. = hold’x. 


Helicopter 


l Move N64 Dreamcast PlayStation 
Controls Controls Controls 


~ Swim Hold tZ to dive, Hold © to dive, Hold X to dive, ` 
» ® to surface. @® to surface: to surface. - 
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Platform Differences 


Sabhis book covers strategy for Rave 2on Nintendo’ x E and PlayStation platforms. Most 

screenshots were taken from the N64 version, so if you‘re playing on Dreameast or PlayStation and notice 

some differences, don’t be alarmed. ™ ~~. 
Here are some other things you'll need to know: 


@ Pay attention to the lily pads above the screenshots. They tell you which platform they 
apply to—"DC’ for Dreamcast, “N64” for Nintendo 64, and “PSX” for PlayStation. If the 
lily pad is blank, the screenshot applies to all three platforms. 


Fa 


@ The DC and N64 versions are very similar, so they will share a lot of screenshots. 


@ A few levels in the PSX version are very different from DC and N64. Follow the 
lily pads closely. 


@ The DC version has the Globox Village and a multiplayer minigame you can unlock by 
finding all the Globox Village Crystals. 


Some PSX levels follow a different order. Read the tip boxes that appear alongside the 
main text to stay onthe right track. You can also follow the list below. 


lf 


PSX Level Order 
The Woods of Light The Sanctuary of Stone and Fire 
The Fairy Glade The Echoing Caves 
The Marshes of Awakening The Precipice 
The Bayou The Sanctuary of Rock and Lava 
The Walk of Life The Walk of Power 
Whale Bay Beneath the Sanctuary of Rock and Lava 
The Menhir Hills Tomb of the Ancients 
The Cave of Bad Dreams The Gloomy Island 
The Canopy The Prison Ship 
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THE 


Heroes and Zeroes, and 
a Lum. or Two 


“PERSONALITIES = - 


You gotta call ‘em personalities! They're just plain too big to call characters. Rayman, Globox, Clark, Ly the Fairy- - 
all-live in heroic realms and perform dashing deeds on a regular basis. And those ue come up againstagileserete 
out secrets and/treasures are just as big and full of evil. So heeeerrrrre they are.. . 

w w eat 


Rayman, our hero! For a guy with- Globox, Rayman’s intrepid friend. Ly, the fairy. A good and trusted 


out arms and legs, he really gets Strong as an ox and about as intel- friend of Rayman’s. She has an 
things done. He can fly on a limited _ ligent. Globox starts out withan assortment of magical powers. 


basis and has a powerful punch. ability to hide things in his big 


mouth, then he learns a magical rain 


dance that aom i n 


The Teensies, denizens you must 
save when you visit various 
realms. They offer little inthe 


The Murfy brothers, are 


acquaintances of Rayman’s. Polokus, the master of the four masks way of help, but they are hilari- 
They provides a lot of infor- who will use his magic to ultimately ous to see in action. 
mation at important times. defeat Captain Razorbeard. He can 


: only help you when he’s at full 
Pe ed strength, and to get there you'll have 
í to find all four masks for him. 


Ssssam the Swamp Clark. Here’s one of 
Snake. One of Rayman’s Rayman’s more power- 
pals. You'll need to find f ful friends, but he can 


and free him in the ~ bea little dense. 
Marshes of Awakening _ However, his ability to 
< to get him to help you. walk through walls can ™ 


come in quite handy. 
primagames.com 


PRIMA’S OFFICIAL STRATEGY GUIDE i 


Carmen the Whale. She’s great big Uglette, Globox’s charming wife. Baby Globoxes. At first, all it 


and beautiful. Underwater, she’s Rayman will have to rescue her seems that they want is their dad 
also a life-saver and gives you ibe. | dozens of children to repair ewa back, but by the end of the : 
ability to swim on to the next broken heart. game, they're going to be inas | 
phase of your BANC you much trouble as anyone. 


stick close to her! 


Robo-pirates are the scourge of the 


Captain Razorbeard, Rayman’s evil places Rayman has to save. They're These robo-pirates are pretty much 

5 nemesis. He’s a villain with plans, mean and evil, and really good ie indestructible. They are placed as 
and a large crew and plenty of ships if given the chance. Don't give them guards over secret Ol mpegs 
to carry those plans out. He'll stop i the chance. areas. You will have to finda 


at nothing. > clever way to get arou va them. 


= 


WOT V ANV ‘SIONIZ 


Axel, the icicle-throwing guardian of æ ’ 
the Sanctuary of Water and Ice. Umber, the guardian of the Sanctuary 
The barrel-shaped robo-pirates : of Lava and Fire. He’s not a real P d 
are incredibly tough and doubly threat, but you'll have to figure out 

dangerous. Use ricochet shots his secret, then avoid letting him lead 


to put them away, o i you to your death. 
them altogeth ý 


L AO 


“ty, 


The Grolgoth, the 
ultimate weapon 
Razorbeard uses 
against Rayman. 
The big suit of 


Foutch, the 

Guardian of Stone 

and Rock, throws 
deadly lava bursts. a 


Avoid him and use R 
3 É armor is virtually 
his own terrain 


` : indestructible, but it 
against him to get 


` has its weak spots. 
the third mask. a 
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Walking shell. When the walking 
shell first sees you, it tries to destroy 
you. Exhaust it by running away from 
it but staying almost within reach. 
Then mount it and ri 


Yellow Lum Five-Pack. Sometimes 
the yellow Lums come in groups 
of five, making them much easier 
to collect in a hurry. They also 
come with a lot of personality. 


See the big ig smile ae a 


Green Lums save your progress in 
the game. ne 


a HE GREAT MAN 4 MAN, 


1 


Lums, 
Lums, 
Magical 
Lums 


Red Lums restore lost health. 


Purple Lums provide ring-shaped 
supports that allow Rayman to 
throw his magic fist and swing 
across large distances. 
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Yellow Lums are scattered 


throughout the places you hav 
visit. Collect all 1000 in eid 


DC; PSX has 800. 


Blue Lums give you extra breath 
under water. 


Find the pirate cages and break 
them open to free the contents 
inside. Sometimes it will be 
Lums, Teensies, or other goodies. 
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pirate ship Buccanneer, electrified bars of his cel ni he’s happy to have the c 
Rayman is being held prisoner. the pirate ship hold. E g Rayman sorrowfully explai 
= : | his powers have left him and h 
really can’t save the world this 
time around. 


The quest bean Med $ V Here’s our hero, st ehind th Still, when Rayman sees 


Then Globox opens his Energized again, Raym: 
reaches down his throat t ene immediately begins looki 
silver Lums there. The magic ' a way oul. Rayman spots a i 
swirls around Rayman, powering potential escape route at the 
him back up. back wall. 


Use your magic fis 

the screen off the pipe. Instant 
escape route! Leave your cell 
through the pipe. 


Begin the long slide to 

Catch as many of the Lums as 
can on your way down to bring 
your life level up. 


in the pipe. Then he’s ri 
of you! 


After the lo s ply 
h} earth, yo 
ll for wear. N 4 
; ene, though 
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Turn around to ‘ae s 

the wall. These are going to be © 
important later in the game to i 
announce warp gates to the Hal 

of Doors so learn to look for them. 
The pads in the PSX version are on 
the ground. 


someone screaming for hel 
it be Globox? As you face t 


Murfy tells you abot the 
stones. He says it’s a magi 


A little farther o y ini 


by Murfy, who's going to 
your guide. 


Turn to the right of i 
and follow the water thro 
tunnel ahead. 


nel, you spot a pirate cag 


a bridge lies off to your left. — 


by a chain from the ceiling. 


In front of you, a 
hangs on the wall. That! 
you saw earlier. 


mordi core thatu was brol 
robo-pirates. They contain universal 
knowledge. The more you gather, 
the more you'll learn. You can 

ts of the === 
world. by pressing g ©. Find 


gmg 
ro) 


your magic fist at the pirate ca 


twice to smash it open. 


'$ OFFI 


PRIMA 


Wp on the 1A 


the left of the stream. 


Another magic sone e is 4 a 
to the right in n clearir 
tunnel lets out onto. Go see wl 
this magic stone has to offer. 


E wo Take Ei oal Lum Lat 
Once you have the yelloy 
turn around and leap to tl 
by the magic stone. Follow the 


ledges up to the third yellow | Lu 


DC& N64 
Si 


DC & N64 


Return to the magic sto Msp 
up on the ledge to the righ i 


Walk through the . 
waterfall at the end to fin 
fourth yellow Lum. 


It x t take you T. to a 
these are Globox’s kids and yms 
him terribly. Of course, it’s all yo 
fault poor old Globox is missing. 


Run, then jump as high as \ 
while standing at the edge o 
ledge. Start your super chopper. 
over to the three strange-looking 


creatures by the tunnel mouth. primagames.com 


< 
F 
A pees ; 
Turn to the right and hop 
next ledge to grab your si id i 
, yellow Lum ie 


| next magic stone. 


DC & N64 4 


ade through i 


i 


Ñ 
ES 


& i3 ` 
Follow this ledge forward to the © 
next magic stone. PSX: You'll find 
five Lums here. 


a z” Ea 
After promising to save Pera i 


and to help Ly, who has been 
kidnapped by the robo-pirates, 
take off through the new tunnel. In 
the clearing ahead, stay to 

the right. 


DC & N64 


Š ét 
y 
a? 


E 

yi l 
Go through the doorway into the next 
clearing. The cries for help continue. 
Stay to the left to find another magic 
stone that brings Murfy to you. 


Walk through the openin; eo 
of the walls and spot the next pirate 
cage hanging from the tree ahead. 


They prepare the” gate to 
of Doors for you and yo 4 in. 


Thea fi Ty-Gl 


pore 


© 9750 OD osi 
THE VAGRY GLADE 


sO Reel J 
THE GREAT Escap, 


DC- W E? 


, 
<s = 


In the Dreamcast version of the 
game, there is a purple i he 


so : 

| Climb up the walls and te | T lee 
yellow Lum between the wa RA 
top of the stone channel. n you 

have collected all six of the Globox 

Village crystals (and have the power 

to grab purple Lums) you can come e Eei 
back to this Lum and use it to enter 

the Globox Village. You'll find an 

extra level and a cool mini-game! 


7 
} |e | 


eM: 
A a A Each of them claims to be of 
} es ji 4 


\ le the Teensies. But when you ask them 


about Ly, they tell you that the robo- 
pirates have taken Ly to the Fairy’s 
Glade and locked her in one of their 
castles. You'll have to go to the Hall 
of Doors to get started after her. 


of getting a yellow Lum this time, 
you get four interesting fellows. 


Break open the pirate AT 
| 


NOTE 


Until you have all five yellow 
Lums on this level you won't be 
allowed to go any farther! 


ade 


NOTE 


With this function in the game, you 
don’t have to find every yellow Lum on 
every level before getting to move on. 


Here you are at the 
Hall of Doors. Move 
the Lum to the correct 
door. Choose the 
Fairy Glade. 


You can find the entry point to the next level, 
then go back at a later time to get all the Lums 
from past levels and completely beat the game. 
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health. 


NOTE \ A 
Remember: Red ~ 
Lums restore your k 


Cross the bridge ahead and aim for the purple mushroom to grab the 

the red Lum on the ledge. yellow Lum ahead. You'll also 

Stop on the island and bounce on find you can hang from the yel- 
low path overhead. For now, drop 


back down. saito 


You can't get to the red Lum here 
yet, but you do meet some inter- 
-esting creatures standing in front of 
the doorway. You get even more 

bad news: the doorway is locked. — 


Jump and glide over from the 
island to the right-hand ledge 

toward the red Lum.Go up the 
ledge and grab the red Lum. 


Dive into the water first. There 
are some secrets to discover. 

Keep the main wall to your left, 
not the foundation of the island 
where you got the yellow Lum, | 
and swim forward. Spot the blue 
Lum ahead. 


Swim inside the tunnel by the blue 
Lum. At the back of this underwater 
cavern is another pirate cage. Break 
the pirate cage open and free the 

Lum inside. wt 


Crawl along the elevated path in 
the direction of the red bush. 
Drop down onto the ledge and 
follow the trail ahead. 


Return through the tunnel and go 
back to the island where the pur- | 
ple mushroom is. Bounce on the 
mushroom and hang onto the ele- 
vated path. ie 
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cy 

Find a yellow Lum waiting around 
one of the corners. The magic stone 
ahead says swimming isn’t advised. 
Don’t jump in. 


DC & N64 


Once you make it across all the lily 
pads, you'll find a red Lum over 
another magic stone. 


PSX: Ride the barrel across the 
lake, jump to the purple mush- 
room and use it to get to the 
ledge. All platforms: Cross the 
rope bridge. Throw your magic 
fist into the red switch ahead. 


DC & N64 


KEYEN 2 


THE GREAT Esc APE 


You aren't trying to 
avoid the piranha by 
staying out of the water. 
As soon as you drop 
into the water here, you 
die! Stay out! 


rp 
F 
Follow the ledge where you got 
the red Lum to the back wall. 
You'll find smaller ledges on the 
right that lead up the wall. Leap 
up the ledges. 


as pa 


Once the red switch is thrown, a 
door farther on opens. This is the 
locked door you found earlier. 
PSX: The water will become clear 
and swimmable. 


Jump across the lily pads but look 
out for the piranha jumping back 
and forth in the water. You can 
disintegrate it with your magic fist 
if you want to. 


N 


tA 


a 


rh 


Once you make it to the corridor 


at the end of the ledges, follow 
it around. 


DC N64 


Turn to the left and collect the 
yellow Lums along the gnarled 
branch. 


DCE N64 


When you 
come to the 
fork in the 
path, head to 
the left first. 


At the top of the branch is La 2 ion WH ul 
a house with a pirate cage ee | A 
hanging from it. Throw ‘ 


your magic fist at the pirate 

cage to break it. Jump up na 
to hit the cage with your 

magic fist. The yellow Lum 


will come to you. ee 
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~~ DCE N64 DC & N64 


Return to the fork and take the Enter the doorway ahead where 
other path. Jump off and get the Globox's kids are. 
y Dee nes red Lum hanging in the air here. 


This is the red Lum you couldn’t 
get earlier. 


| Follow the corridor to find a green s 
iii aad Lum and another magic stone. Follow the ledge down under 
UE GEA rep ARA TE 3 
eee ae DC &NG64 the waterfall 

5 prae a 


DC & N64 


Follow the ledge around to the ) 
There are a number of interesting | left. Ahead, a giant pipe spews Go up the rope bridge. Climb 
devices in the next area. And nasty glop into the water. No 
another piranha sign. Take a dip wonder the fish are biting! 
and you're duck soup! 
A 


up on the pipe. Walk through 
the little room at the top, fol- 
lowing the walkway. 


For now, choose the barrel and 


| When the walkway comes to a glide down to the ledge beside it. The circuit the barrel takes gets 
sudden end, you've got a couple of From the ledge, hop onto the bar- you another yellow Lum as well as 
options. You could jump to the rel. Once you're on the barrel, it two red ones. When the barrel 

| next walkway beside you, or you starts moving. stops, turn around to find the ledge 
could go investigate that big float- leading back up to the small room. 
ing barrel in the water below. Glide over to it. 
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DC & N64 " 


p 


5 ei 
| CAUTION 
bee ; -Liming really matters.a lot 


~ when you're working with the 
pumps. Also, make certain you 


ra pall a : gya don‘t-fall into-the water 
ay aa, 3 because whatever’s being 


Walk back up the rope bridge and Leap onto the shorter pump first. pimped ane us oe klyon 
through the small room. Leap onto Then leap onto the next pump and a sant 
the other walkway this time. Walk onto the ledge from there. af 
up to the pump section. Grab the 
red Lum by the pumps. i 
= DC &NG4 
oa. DC & N64 
i 1% 
~ = ; 
ai A fence below blocks any escape 
ae: ? S 3E E from this area. All Platforms: Go 


back to the side of the tree where 
you found the red Lum and start 
climbing. 


Follow the next cavern out. Look 
to the left of the tree ahead to find 
a red Lum. But look out for the 
purple caterpillar! 


sami DCE N64 ~~ Gm 


Follow the corridor all the way to 
the end to find yellow and red 
Lums hanging near each other. 
Take them both. 


At the top of the climb, drop off K The building to the left has a 
onto the branch and walk to the pirate cage in it, but you have to 
ledge. All Platforms: A waterfall lies Ww get over there first. 


ahead. Slide down the waterfall and 
collect the red Lums along the way 
to restore your health. 


Z A waterfall with a 
leaping piranha is 
NOTE to the right. And 
Getting to the pirate cage here is actually a secret. on the wall are the 
You won't be able to get to it from here. Once gnarly vines you 
you get to the Echoing Caves level, there’s a need to climb 
secret entrance that will bring you back here. around on. 


primagames.com 


PRIMA’S OFFICIAL STRATEGY GUIDE 


Climb the vines and work your Grab the red Lum only a little far- Avoid the piranha and make your 
way around the piranha. ther on. Once you have the red way around the vines through the 
Lum, go back and leap up onto waterfall to find another red Lum. 


the vines above. Keep following the vines to get a 
yellow Lum. 


For the moment there’s still no 
way to get to that building where 
the pirate cage is. But you can 
see that interesting rope ladder 
near the top now. 


Turn around and follow the pas- 
sageway here through the hills. A sinister building sits up ahead. 
An even more sinister creature is 
watching out over it—watching 
you! Approach the building but 
avoid the flaming catapult loads. 


| Enter the tunnel and follow it 
around. Ahead is another piranha 
ond. Kill the piranha with your 
magic fist, then leap across the lily 
pads to get the yellow Lum. 


Run to the left and follow the 
ledge up to the building. On 
the left beside the building is 


a tunnel. 
s Start with the lily pad farthest to 


u the right in this area where anoth- 
Glide to the center lily er yellow Lum is. 
pad and get the yellow 
Lum there. Glide to the 
next lily pad to get the 
yellow Lum there. Then 
glide to the ledge and 
take the ladder up, get- 
ting the yellow Lum as 
you go by. 
| Three red Lums flutter 
on the ledge above. 
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ou 


a DC & N64 | 

; His 

y Lh 2 
Climb up the nearby ladder and Cross the bridge over the water- You still can’t get to the last pirate 
follow the ledge around toward fall. Throw your magic fist at the cage inside the building you had to 
the waterfall ahead. pirate cage ahead. leave behind. 


L 


y | 
EA é 
Return through the tunnel under On the ramp below, stare out at 
the waterfall that brought you into z | the line of crates floating in the 


this area. Drop through the square 
hole in the ground in front of the 
pirate fortress. 


| | green water. Don’t enter the water 
| or you'll die. 


Use your chopper ability to float 
from crate to crate. Gather the 


Lums along the way. Jump to the 
left at the end of the crates to : 
find a green Lum on a ledge. Watch out for the falling barrels Paa 
and climb the cobweb on the wall. 


At the top 
grab onto the | 
ledge and 

pull yourself f 
up. Throw 

| your magic 
fist into the 

- door to break 

it down. 


The second part of the web gets 
harder. Dodge back and forth on the 
web to avoid the falling powder kegs. 
Watch the doors open to signal you 
which way to go. 
primagames.com 
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Coming up this way, you’ve man- When you reach the top of the Move around quickly and keep 


aged to sneak up on the robo-pirate steps to get the green Lum there, the robo-pirates targeted with your 
in his fortress. Murfy shows up to warn you about magic fist. You have to hit them a 
the robo-pirates ahead. lot to knock them out. 


There’s an open door ahead on the 
right that the robo-pirate came 
through. Enter it. A robo-pirate is 
asleep against the back wall. 


Notice a switch on the wall 
above a deadly trap below you. 
Hit the switch to open the door 


above it. 4 
4 $ 


When you get close enough, the 
robo-pirate wakes up. Use your 
magic fist to pound him! Grab the 
ladder that comes down when the 
robo-pirate goes away. 


Climb the ladder and through the 
ropes strung across the ceiling to get 
‘the two yellow Lums. Make your 
way to the doorway to the right of 

the ladder. eS 


Pack the powder keg outside to the 
locked door in the area where you 
first encountered a robo-pirate. j 
Throw the powder keg at the plank- = 
bandaged door to blow it open. f 


into the room with the ladder. Go 
| get the powder keg against the wall 
on the right. 
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DC & N64 


rf 


Eunoa SR 

l Enter the doorway and go down the Return to the room with the ladder If you happen to fall into the 
steps. Turn to the right to find the and climb up. room with the trap below, the net 
pirate CELE MOT Se earlier. Use acts like a trampoline. To get out, 
your magic fist to break it open. ‘ - bounce and get close to the door- 


= 


X 


l way you opened. 


É a Just ahead, another robo-pirate ; ai 
Turn right and hop through the sleeps beside a switch. Use your " BE 
electrified bars ahead. Wait until magic fist on him to make him go | Hop over the railing and enter the | 


| the top bar is on its way up and away, then hit the switch to open a F | open door instead of following f 
leap across the lower bar. Go down door below. š | the corridor. | 
the steps and follow the corridor. : - 


4 
4 


Time the moving electrified bars ahead oe erate ly the fairy is trapped inea force | 
and leap over them to get through. Go 3 field in the middle gi dhis deeri, 
through the corridor ahead. i 

\ am | 


Follow the corridor toa | 
green Lum and a pow- | 
der keg. Pick up the | 3 
powder keg and head i 


| Enter the doorway 
to the left of the 
rope ladder. In the 
Dreamcast version 
you'll have to deal 
with another 


robo-pirate. £ E ooo — 
A SY t FFG LL OE a x 


primagames.com 


for the big machine in 
the distance. 


PRIMA’S OFFICIAL STRATEGY GUIDE 


29/50 ad 


wet ii} 


Throw the powder keg high into the 
air. Stand your ground and use your 
magic fist to detonate the explosive. 


Before you get very far, the 
machine launches an explosive 
at you. 


Aim for the wooden plank bandages on 
the machine. Watch out for the explo- 


Catch the powder keg and contin- 
ue forward. Keep repeating this 
process until you're close enough 
to throw the powder keg into the 
machine. 


es to destroy the machine. 


Ta: 
AUTION 
| Timing really matters.a lot 
when you're working with 
the pumps. Also, make: 
certain you don’t fall into 
the water because whatever’s 
being pumped into-it will 
kill-you instantly. 
: = 


1 Ly the fairy is freed by the time 
| you get back to her after destroy- 


Climb the rope ladder. Turn left 
and head out to the ledge. Now a 
purple Lum hangs in the air on 

_ the way to the next ledge. 
primagames.com 


sive missiles. They keep coming. It takes 
three hits on the wooden plank bandag- 


NOTE 


Every time you need 

it, another powder keg will af "® 
reappear in the cordon 
Don’t worry about dropping 
them, heaving them at the 
wrong time, or missing your 
target. Just keep blasting the 
approaching explosive 

while the powder keg is 

in the air and getting 

closer. It only takes one 
blow with the magic 

fist to destroy the 

explosive. Get into 

the routine of heaving the 
powder keg into the 

air, blasting the explosive 
missile with one shot, then 
catching the powder keg. 
Make sure you're pointed in 
the right direction to blast 
the explosive missile. 


Ly tells Rayman about Polokus, 
who might be able to help him 
get all his powers back. Ly gives 
Rayman all the power she has. 
Then Ly disappears. 


Grab onto the purple Lum and 
swing over to the other side. Use 
your chopper ability to glide over to 
the next ledge. 
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Leap up between the two : Jump off the edge of the pipe and Drop onto the next pipe to get 
columns to climb them. Walk use the chopper ability to glide another yellow Lum. Then drop 
through the corridor ahead to a down and grab the three yellow over the side of this pipe as well. 
pipe. Keep going forward. Lums on the way down. 
= = 
ant DC & N64 me an DC & N64 Wie Sa DC & N64 
é BA 
i | : j 
PN s. 
x : : $ E y 
i 3 ha k | 
see £ | 
f 
s / s , a 7 ia 
Land on the next pipe down and Drop down with the chopper abili- Murfy approaches you at the next 
battle the robo-pirate there for the ty again and land on the broken magic stone where the wind fun- 
cage he's guarding, Keep hitting the bridge below. Walk out through the nel is twisting. Grab the yellow 
robo-pirate until he’s knocked off. passageway ahead. Grab the next | Lum inside the wind funnel. 


Then break open the cage and take yellow Lum. 


the Lums inside. 
Bais DC & N64 


Maneuver to the next wind funnel. 
Don’t forget to get the yellow Lum 
at the bottom. 


To get the yellow The next wind funnel has another 
Lum at the bottom yellow Lum you have to drop down 
here, you'll have to for. Make your way back up the 
turn off the chopper wind funnels. 

ability and drop down. 
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The next wind funnel has two yel- 
low Lums in it. Go up to get one, 
then drop down to get the other. Fly 
back up through the wind funnels. 


DC & N64 


eS AN Ly 

| The next wind funnel has a 
yellow Lum in it as well. Keep 
going up. 


DC & N64 


Instead of going to the wind funnel 
that had the two yellow Lums in it 
this time, go to the wind funnel to 
the left. 


DC & N64 


The next yellow Lum in the wind 
funnels can be tricky to get. You 
have to drop down over it to get it, 


DC & N64 


Grab the yellow Lum inside this 
wind funnel. 


DC & N64 


Shoot the purple Lum ahead to 
swing out of the wind funnel and 
swing into the building ahead. 


Drop through the wind funnel in 
front of the ledge to collect two 
more yellow Lums. Make your way 
back to the purple Lum. 


then make your way back up. 


NOTE 


It’s really easy to 
miss the two 

yellow Lums in this 
wind funnel. Also, 
you can activate the 
chopper ability a | $ 
after you get the DCT T ER a’ 
second yellow Í ; 
Lum so you 
don’t have to 
fall the entire 
distance and come am. 

back up. Glide to the ledge. 
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A Teensie drops out of 
the cage. The Teensie 
opens a warp gate that 
ends the level. Go 
through the gate. Back 
in the Hall of Doors, 
choose The Marshes of 
Awakening. 


| Walk into the little 
room to the left 
and look up to 
spot the pirate 
cage there. Jump 
up and blast the 
cage with your 


magic fist. a 
y 
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Walk down the narrow wooden Turn left and leap out onto the Follow the tree root around 
bridge to get a better look at lily pad. Turn left again and leap and grab the first yellow Lum 
the marshy countryside. Note the onto the nearby tree root. Don’t waiting ahead. Watch out for 
piranha sign. These are not aim for the edge of the root the jumping piranha. 


= safe waters! because you slide off too easily. 


: amy DCE NGA 

wpe DONI, ee 

y y r y i y C 
i V e A s 


N 


If you want, you 
can blow up the : f 
ghost with your E 
magic fist. 


DC & N64: You can 
destroy the three ~ 
bouncing eyeballs Ahead is a dark cave with a ghost 
with your magic fist. ; guarding the entrance. Run past the 
ghost and cross the darkness. The 
tree root continues here even 


5 guy to ask. 
though you can’t see it. a 2 


E FI 


+4 “l Wow! After a greeting like that, you 
can't help but be curious. And the 
guy on the other side of the three 
bouncing eyeballs looks like just the 


mmi m= DC & N64 


=e 


ae i 
y" O O eee =) 


7 | ae mes 


¥ 


dins ` 
E 


Only, this guy definitely isn’t the J R 
friendly type. To get by him, Return to the lily pads. The third 
you're going t have to know the lily pad offers access to a small 


Leap onto the net ahead. Crawl 


: : ; along the net all the way to 
name of this place. But what is lily pad with a red Lum on it. the left. 
that name? Use your chopper ability to get 


it safely. 
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Leap over the top of the net and 
use your chopper ability to land on 
the bridge by the green Lum. 
Don’t leap on the nearby pirate 


x DaN 


Stand on the bridge and throw 
your magic fist at the pirate cage to 
explode it and free Ssssam the 
Swamp Snake inside. 


Be 


Ssssam offers to help Rayman get to 
the other side of the marsh. Shoot the 
snake’s scarf with your magic fist to 


cage—itť’s a trap and will sink when 
you land on it. 


Speed through the swamp, but shoot 
over the obstacles ahead to grab the 
red Lums there for extra life. Watch 
out for piranha. 


y mE E 


S750 © 
17s it 


merged in the 
Look out for the ghosts that rise from 
the marsh! Weave through them to 
make it safely. 


, There afe more 
yellow Lums on 
the waters as well. 
Weave through all 
the poles sticking 
up from the water 
as Ssssam takes 
you for the ride of 
yout life. 


PE 


Weave through the crates ahead, 
y but hit the pirate crates half-sub- 
water ahead to get 
the yellow Lums inside. 


hang on. 


mE "E 


Swing out to grab the five yellow 
Lums on the right wall behind the 
swinging pendulum blade. They 
look like part of the torch here. 


NOTE 


Don’t worry about getting all 
the Lums and pirate cages the 
first time through here. It’s 
really hard. Concentrate 

on finishing the level alive, 
then you can simply 

re-enter this area from 

the Hall of Doors and play 
again until you get them all. 
Remember, you have to have 
all the Lums to qualify for 
the bonus rounds as well 

as save the known world. 


K 


When you ski up 
onto the bridge to 
get the yellow Lum 


¥ ame vee 


į 


there, quickly grab a: 
Ssssam’s scarf again a 
before the bridge s 


has a chance to 
completely drop 
out from under you. 
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Captain Razorbeard isn’t happy at A pirate ship dives into the bayou Turn left to find a magic stone in a 


all and orders his warships into just as Rayman arrives. small clearing. Ly shows up and 
the area. challenges Rayman to a race. 
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Follow Ly down the incline and 
` grab all the Lums that you can 
along the way. 


NOTE 


The green lights 

you run through 

are time extensions 
that reset the clock, 
giving you more time 
to finish the race. 


Bounce across another set of cob- 
webs and get the Lums on the 
ledge on the other side. 


Run through the green light 
_ ahead and keep collecting Lums. 


When you run over the ledge, acti- 
vate your chopper ability and glide 
to the bridge. Beware here, though, 
because the bridge starts falling 


Jump onto the climbing vines 
ahead before the bridge gives out 
under you. 


a aia 


Follow the line of Lums around to 
_ the right. 


Drop to the next bridge. 


= 


Turn right and dive toward the 
vines in the cubbyhole. Don’t 
forget the yellow Lum there. 


Head left up the vines. 


zy TH» 
íi : Orin 
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Climb to the top of the ledge and 


start running again. Leap out for 
the next cobweb. 


im 


cee 
ne 
Run to the next ledge, leap out, 
and glide to the next ledge where 
the timer extension is. Grab the 
yellow Lums along the way. 


PP Sasso w 


cali aa TRE: 
~ 
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Follow Ly around the ledge and 
into the next cave. 
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Bounce to the next ledge. Follow 
Ly and grab Lums along the way. 


Use the chopper ability to glide 


out to the webs. As soon as a 
you're over the webs, and you'll ; 
know by your shadow, drop the Me 
chopper ability. wr x 
ee 
£ < 
~~ S GA 
Ny ses Follow Ly around the ledge and 
Ge through the cave mouth. More 
twists and turns lead to yet E 
another ledge. e 


Turn to the right and leap for the 
next ledge. 


39750 w 


IPL 


Jump and glide through the next Jump to the next cobweb. x 


two ledges, left, then right, and á 4 
grab the Lums along the way. # 


NOTE 


Now, if you’re incredibly 
skilled, you may have actually 
gotten all 50 of the yellow 


Lums available on this level 
| on the first try. If not, go 
| back through the Walk of 
ss Life until you get them 
all. Remember, you 
need them all to defeat 
the robo-pirates and 
save the world! 


Join Ly at the magic stone to end the race. 
Ly gives you some vital energy, then the 
Teensie appears and opens a warp gate to | 
the Hall of Doors to end this level. 
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The warships are going to be Leap to the ledge to the right The ledge sticking up in the water 


hunting you on this level, so before the barrel sinks. Grab has two red Lums on it. Glide 
move quickly. Run and leap onto the green Lum to save your over to it and throw your magic 
the barrel ahead. Don’t go into progress here. fist at the pirate cage. 


the water. Use your magic fist to 
detonate the explosives the W 
pirate ships fire at you. i 


mE. RE | 


A 


Grab the green Lum at the top of 
the ladder, then go toward the 
yellow Lums along the dock. 


Leap onto the next ledge where the 
yellow Lums are inside a tree trunk 


Climb the ladder. 
Leap out onto the next barrel. =- 


Throw your magic fist again to det- 
onate the explosives the pirate ship 
fires at you. 


_ >~ CAUTION 
he 


Watch out for the» s 
pirate ship-that may be 4 J 
in this area! et 
A Grab the second yellow Lum, 
then glide onto the lowered 
bridge. As soon as you land on 


the lowered bridge, it starts to 
shake. Run to the left as the 


bridge falls apart. ; 
You won't be able to run the length = 
of the bridge. Leap into the air and 
glide over to the next dock. 
Unfortunately, this dock starts to fall 

apart as soon as you're on it. Keep 
running and leap to the next dock! 


—_ + 


ay 


Get the first yellow Lum, but wait 
on the second. Throw your magic 
fist at the switch to the right to lower 
another bridge. 


RAYMAN 4 
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And you'll discover that you're on Make sure you're gliding, 
another rickety structure. Keep run- because the robo-pirates shoot 
ning, then leap into the air and out the first section of the final 
glide over to get the three yellow dock before you get there. Glide 
Lums ahead. to the next section of the dock 


and run quickly. 


y 


4 


Climb the ladder and take the 
green Lum at the top to save 
your progress. 


a 


Turn right and follow the path 


through the forest ahead. Knock Chase after the purple Lum. Throw 
oe out the robo-pirate ahead and your magic fist at the purple Lum 
BE l break open the cage. A purple to swing to the next barrel floating 
6. c UTION | Lum flies out. in the swamp. 
' j 


i © >You don’t have a'lofof 
=~ time on this purple Lum. 
_ It will fade after a few 
a sends. Make the swing 
! out to the barrel 
-and drop onto it. 


d 


Just before the barrel drops over 


Spot the yellow Lum ahead but the ledge ahead, jump up and 
avoid the ghost. Walk back and glide to the branch where the two 
forth across the barrel to collect red Lums and the green Lum are. 


? all the Lums. Leap over the 
ghosts or shoot them with your 
magic fist. 

a 

After you get the Lums, look down 

to spot a pirate cage. Use your 

magic fist to break it open. 
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Walk ad then glide down to sa 


the yellow Lums alli 


shoot your magic fist out toward 
~ the purple Lum. Adj 


Once. you're on the other side, 
don 


d glide to the log ahead. 
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Glide over the deadly water below. 


Watch out for the piranha as you 
leap out and take the yellow Lum 
ahead. Glide over to the right to 
get the yellow Lums on the 
gnarled roots. 


Continue through the tunnel 
formed by trees ahead. Stay to the 
left to get some added height for 
the coming jumps. 


Cross the extended bridge, but look 
out for the explosives coming from 


ci ee = Li the trap ahead. 
Jump and glide again. Turn the $ o e 


corner to face the next robo-pirate Ahead is a partial bridge. On a tree 
here. Shoot him with your magic fist trunk to the right is a switch. Use 
to knock him out. your magic fist to hit the switch. 


Stop quickly after clearing the first 
trap. Another one is just ahead. 


Time the explosives and leap across, 
without gliding, and grab the green Lum. 
Run quickly to get through the trap. 


Run and leap the gap. You'll 
have to time the barrels on 
the other side as well. 


Jump off the explosives without 
setting them off to gain more 
height and glide around the 
bridges to avoid the rolling barrels. 
Otherwise, you'll have to time 
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Eep : 
Leap from the barrel traps to the 
land ahead. Now that’s about 
enough of that! Whew! See that 
yellow Lum? Leap and glide 
toward it. 


Well, they're still rolling out the 
barrels ahead. And even faster 
than before. You've got to be 
really fast to get the red Lum 


Try aiming for the edge where the 


barrel rolls across. Wait until the 


barrel rolls away, then pull your- 
self up and keep going. 


here. Jumping over is easy by 
comparison. 


Grab the green Lum ahead to save 
your progress. 


a : Ci 


Leap and glide into the area ahead. 


Now there’s your worst nightmare! 
Plenty of barrel rolling is going on here, 
and there are yellow Lums to get. Try to 
get through them quickly. Wait until the 
barrels start rolling on the ground to = ses 
make your jumps and keep going. es 


Walk to the end of the bridge. It can 
be hard to see, but there’s a purple 
Lum floating out ahead of you. 


Line up with the three red Lums on 
the partial bridge ahead. Now that's 
some welcome mat! 


Turn left to spot the yellow Lum ; 

there. This one can be easy to miss. i 2 

Throw your magic fist at the switch, 
- then scamper back to the bridge. 


| 
Throw your magic fist at the pur- 
ple Lum to make the leap into 
the tree trunk. 


fe 


1 Leap over the beast farther back in 
the tree trunk. 
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Take a look at the swinging pen- 3 j When the barrels catch up with you > 
dulum blades ahead. Turn left and . ag 3 from behind, leap up to let them pass j 
shoot your magic fist at the button ‘ setae under. Turn to the left at the junc- 

on the pipe to shut down the ture ahead. 


electrified fence. This button is on 
a timer, so run through quickly. 


Avoid the explosive trap in the little 
room ahead. Time the barrels and 
run down the corridor. 


Break the cage open with your 
magic fist. Leap onto the plat- 


| Leap on the pipe to get the two As you bounce on the small : forms, following the freed Teensie 
yellow Lums here. platforms, spot the pirate cage to up the cylinder. Grab the yellow 
the right. Lums along the way. 


Use the chopper ability to better 


angle your jumps if you need to. Don’t go through the gate yet. 


Toone: Drop back to the floor where the Drop onto the ledge and notice 
eT a a lowest platforms are. Walk to the the ladder behind you. Walk for- 
E E level ledge overhanging the edge. ward along the ledge until you spot 


the final pirate cage you need on 
this level. Jump up and throw your 
magic fist to break it open. 


Climb the ladder and bounce back 
up to the warp gate the Teensie 
opened. Leap through to go to the 
Hall of Doors. 


The yellow Lum inside comes to 
you, so you don’t have to walk 
under the falling barrels. 
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The Sanctuary of 


Rayman appears in the Council 
Chamber of the Teensies. They send 


Rayman to a totally new world. 


Battle the robo-pirate that shows up 
Knock him out every time he gets 

n level ground. The robo-pirate 

_ keeps popping into different places, 
making him hard to hit. 


Gather the yellow Lums the robo- 
pirate is defending. Keep crowding 
the robo-pirate up the ledges and 
blast him away. Grab the two red 
Lums he gives you. 


- Once the robo-pirate is gone and 
you climb to the top of the ledges 
to gather all the yellow Lums, 


Turn around and use the camera to 
scan the beach. A pirate cage hangs 
at the end of the narrow dock. 


Š you're able to see a small crack in 
z1 the stone wall that leads to more 
1 Ae yellow Lums. Don’t go there yet. 
FP axguaann 

Go break the pirate cage open to Make sure you get 

free the yellow Lums inside, but all the yellow Lums 

beware of the crab guarding the out of this cage. Jump 

dock. If you fall in the water up if you have to. It’s 

you'll die. easy to miss a few 


if you're busy 
dodging the crab! Return to the ledges and go 
through the crack in the stone wall. 


Get the green Lum in the water to 
save your place. Then dive down and 
get the yellow Lums underwater. 
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DC users will find a crystal for the 
Globox Village in the tunnel. 


Find the tunnel by the big flower and 
follow it through to get the Lums inside. 


At the other end of the tunnel, find 
: a pirate cage in a small, underwater 

cave. Break it open and free the 
Lums, then swim back through the 
tunnel. 


At the top, drop over the ledge and 
take the green Lum to save your 
place. Piranha-infested waters lie 
ahead. Take the steps to the left. 


Hop out onto the ledge by the 
crates. Get the yellow Lum by the 
rope ladder and climb the ladder. _ 


Take all the yellow Lums near the 
rope ladder as you climb. 


The door to the other building on 
_ the right doesn’t open either. 


The next beach has more buildings. 
And there are more robo-pirates 
that burrow up from the sand! 


After you knock out the robo-pirates, 
avoid the crab and try to enter the 
building on the left. Read the nearby 
sign: Free dumping for anyone who 
can figure out how to open the door. 


, Go back around the corner and 
blast open the door there first. 
Enter the doorway and follow the 
steps up. a 


Grab the Lums to the right. Follow 
the ledge here on around to find a pow- 
der keg. Now, that’s a door opener! 
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Walk up the steps and take the Throw the magic sphere on the 
_ magic sphere. Return to the beach. nearest triangular base. It immedi- 


ately falls into place. 


d ¥ ee ES 


Go back and get another powder ts 
keg. Go to the other locked door. 
You've figured out how to open 
it, right? 


Poof! No more door. Enter and fol- 
| low the ramp up. Another magic 
sphere lies ahead. 


= ; a ae 


Take this magic sphere back out to 
the beach and throw it onto the 
other base. 
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tz 
With both magic spheres in place, % 3 
the temple doors open. Enter the Look all around this big room to Walk through the doorway filled with 
temple. Follow the corridor to find the yellow Lums here. stars. The next place you arrive does- 
another green Lum. n't look like it'll be a good time at all. 
f 
Į ™ NOTE | 
To get all the yellow Lums here, you're going to have to be incredibly fj 
ue lucky or skilled. Otherwise, choose to die a number of times in the 
x & cracks between the jumps. You'll probably have to come back 
Ww te through this area more than once to get them all. Pulling back on 
AN the controller slows your downhill run somewhat, as does running 
up against the railings and staying there. This gives you a little =- 
control over where you're going and how fast. However, 
sometimes you need that speed build-up to get across a particularly 
wide jump. Jumping also gives you a little control, but not much. 
Walk through the doors ahead and Choose to die before you go through the door at the end, then keep 
get ready to slide down the ramp coming back, remembering where the yellow Lums are and making the 
from side to side to collect the yel- necessary changes to get them all. It takes some time, but it can be done. 


low Lums. 
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Make the big jump at the end. 


Shooting the purple 
Lums while on the 
move dodging Axel can 
be tough. Stick with it 
and get a pattern going. 
Remember to turn 
loose of the first 
purple Lum, then 
quickly shoot 

your magic fist 

out. Wait until 

you're at the top 

of the swinging 

arc each time to let go 
of the last purple Lum. 


jl 


a 


=f 
3 


Swing to the cave at the end of the 
line of purple Lums. 


ee! 
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PSX Players: This 
Boss Battle follows 
the Whale Bay level. 


Me en 


In mere seconds, you're face-to-face 


with Axel, guardian of the sanctuary. 


When you get to the other end of 
the swings, shoot the stalactite to 
drop it on Axel and knock him out. 


NOTE 


Now that Axel is 
gone, take time 
with your swings. 
Swing back and forth 
until you’re sure 
you're lined up 
with the next 
purple Lum, then 
shoot your 

magic fist out 
and go. 
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Continue sliding and grab the 
yellow Lums along the way. 


Dodge Axel’s thrown icicles and 
shoot the purple Lum with your 


< magic fist. Swing over to the other 


ledge and shoot the next purple Lum. 


When Axel disappears, a single pur- 
ple Lum floats out. The purple Lum 
floats into position in front of you. 


Use the chopper ability to leap off 
the purple Lum and land safely in 
the running water. 


— 


Now enter the front opening and 
walk straight up to collect the Lums 
along the way. Walk up the long 

ramp ahead. 


Don’t enter the cave yet. Turn and 

walk to the side, following the 

ledge around the outside of the 

| building. Walk behind the build- 
ing to get the red Lums and the 

yellow Lum. 


You're instantly transported to 
another place. Polokus sits on an 
altar before you. 


Polokus awakens and tells you that 
he will help you once the three 
other masks are brought to him. 


Your powers automatically activate 
the altar ahead. When the altar 
shifts, grab the first mask of Polokus. 
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Polokus uses his magic to send 
ie Rayman back to the Hall of Doors to 
~~ end the level. 


“ANV N 


Murfy shows up lon ] i e three trees to 
warn you that a walking sh the left of the switch. See that 

guards the place. 
heard it was possibli 
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When you've got your feet back, 
follow the tunnel to this pirate 
cage suspended above the water. 
Release five yellow Lums from 
their prison. Return to where yo 
landed when you fell down here. 


Take a look up to see the cobwebs 
clinging to the wall. Climb them to 

return to the grassy glade above. The 
walking shell will still be there a 
-looking for you. 


. 
PRESS © TO GO FASTER. 
PRESS 8 TO GET OFF. 


To FASTER. 
S O TO GET OFF. 


When the walking shell lines up 
behind you, leap up into the air 
and land on its back to ride it like 
= a horse. 


_ walking shell’s direction. Ride it 


ae the lava. 


Ride the walking a close enough 
to the door straight ahead 
that it can’t change 


directions. Then hop off and 
watch it explode the door. 


Step inside the blown-up door and 
break the pirate cage inside to free 
the Lums trapped there. 


Approach the next 


room slowly. Get the aS 


green Lum to save 
your place. 


sleeping 
robo-pirates. 
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Stay to the rig 
side of the roo 
avoid waking the 


Run away from the walking shell 
to exhaust it. 


can be difficult. Running 
away from it and waiting for 
it to exhaust itself seems to 
be the most consistent way 
to mount it. Another way 


Bis to leap three or four 


times, always away from 
the walking shell, 
until you land on it 


f after it gives out. Also, 


if you run too far ahead 

of it, it will return to where it 
started, Stay just ahead of it 
until it tuckers out. 


Leap over the railing to the left. This 
is a military academy. Enter the 
door. 


There’s definitely a lot that needs 
to be done in this area, 


turn left. Walk through the door ee i ga ) 
and follow the hall ' 3 : ; 


another walking shel 
house. Ignore the 
for the moment an 
mushroom. 


». Swing out as far * 
as you can and use you 
ability to glide over t rA j 


to the next mushroom in th j Te f 


a Grab the yellow tin in the corner. 
Turn right and spot the bi cage 
hanging from the next building. 
primagames.com 
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tunnel ahead. Jockey fr 
‘ side to gather all the ye 
ft k th . Wait for Approach the wal y 
o break the cage. Wait for the pp! í haco from th 


_Lums to come to you. & run around the tree ur 
i up. You'll collect th 


ms behind it at the sam 


NOTE SNT, 
There is an alternate 
dock here, but it _ k. > 


ends up in the same 
cave. However there 
are red Lums here to 
| grab if you're 
Keep riding out onto the dock, but skilled enough. 
avoid the crates. 3 


©. 


Grab all the yellow Lums along st 
the way. 2 fe os it, but 


TS 


Turn and face the building. A pow- 

der keg is on the right and a door is 

on the left on the bottom story. a 
fe te x 


= | 


the yellow Lum insi 
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NOTE 


OK, if you really 
want to blow up 
the sleeping robo- 
pirate, you can use 
your magic fist or 


ae you can pack a 
: powder keg up 
: oe here and throw 


Follow the ce and quietly Go quietly back Fie door and it at him. 
walk up on the sleeping robo- go inside. 


IHN 


faced door. Turn left a 
lowing the ledge. Use yor 


As you'll recall, 

this is the cave you 
couldn’t enter earlier. 
Now that you know 
the name, you can. 


a Another friend E Clark, is 8 1 
=: on there, too, really looking worse P ‘ 


= for the wear. After a quick con- — 
versation, you learn that he sw. 


lowed something bad for him 


; e. 3 and needs some life potion. The 
robo-pirate parts. (Wes | a C 
T u e 4 potion is hidden near the 


entrance to the Marshes of 4 k 
Awakening in a place called the (o o™ 


C aeo Dreams. Rayman takes off, ending up back 
at the Hall of Doors. Go to the 
Marshes of Awakening and enter. 


f-Bad Dreams 


: : DC& N64 
{yore TAN 
p Sage 


STUH wu 


The room is filled 
with smashed ig 


The’ Cay. 


een DCP N64 


3 DCENGA ; w 2 
m g i ye mE x 


Walk out to the end of the dock Walk up the log and enter the cave The old man sends Rayman 
and leap onto the lily pad. Jump at the end. Walk past the bouncing through a warp, promising a race. 
to the log on the left next. eyeballs to talk to the guy there. A prize is there to be won, but the 


old man will show Rayman no 
mercy if he catches him! 
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Once the trail opens before you, 
start running! 


Use the purple Lum to swing over 
to the next section of the path. 


Leap and glide to the ledge to the i 4 : i After gathering the Lums, leap out 
right to grab the green Lum there Leap and glide to the skull islands and glide to the next series of skull 
to save your place. in the middle of the waer NOVS islands. You have to hurry bec 
= - quickly because they sink under the skull islands sink 
they drop into the water 
| onto the bloc 


One of the best things to do if you're 
having problems with this set of skull 
islands is to hold onto the wall and 
wait. A second set of skull islands 
will drop from the ceiling after the 
first set sinks. Jump out and start 
gliding toward the falling second set 
of islands here and hurry across. To 
save time, stop using the chopper 
ability as soon as you’re sure you're z ; 
over an island. Watch out for the creepy arm that Si | Shoot the purple Lum ahead to 
sticks out of the cave to swipe at you! | swing across the water. 


(Glide over to the bone wall and | Turn left and grab the yellow Lum Glide over to the bone column 


climb up to the yellow Lum. Drop at the other end. sticking up from the water. 
Yonto the ledge to the left. - Start climbing at once before 


the column starts sinki 
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%* TIP 


Don't just climb the bone 
column, jump to gain extra 
yardage up the column. 


Run to the other side of the bone 
‘column, leap off, and fire your 
magic fist to catch the purple Lum 


Leap from the second bone col- 

umn to the third one. Make sure 

~~ you run across the top. Glide to 
the next ledge. ee 


Take the green Lum ahead, then fol- 
low the tunnel. Grab the yellow 
Lums along the way and watch out 
_ for the grasping skeletal arms th 
pop from the walls, = 


Climb up between the two mov- 
ing columns and grab the ledge 
above. Don’t worry about the yel- 

low Lum behind you. You'll ee 
inamoment. 


Turn around and glide down to get 
the yellow Lum you left behind. 


Climb back up the columns to the 
ledge. Take the two red Lums on 


either side of the ledge here : ts | 


Walk to the right side of the ledge 
and look down at the crabs and 
ledges below. Glide down. A\ 
__ the crabs and grab the yellow 
| on this ledge. 


Blast the fire-throwing crabs over 
the ledge. 


y o 
Drop down and get the green 
Lum. Turn around to get the 
yellow Lum behind you. 


Take the magic sphere they leave 
behind. Throw the magic sphere 
on top of the triangular bas 
magic sphere and ba 


reveal a hole in e ; : 
through the hole. te primagames.com 


Avoid the caterpillars in the next 
cavern and leap up the ledge on 
the left. 


` Leap and glide to the ledge where 
the two yellow Lums and red Lum 
are. Then leap back onto the 
spinning bridge. PSX: Thi 
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Follow the ledge until you reach 


When the second skull island 
pops up from the water, leap to 
the twisting stone bridge 


Leap and glide from the spinning 
bridge to the ledge with the green 
Lum and the magic sphere. 

Throw the magic sphere out onto 


the cave on the left. Enter the cave. © 
seed 


Take the green Lum to save your 
place here, then go through the 
tunnel on the left. Lea 


Pull yourself up onto the 
twisting bridge. 


Leap and glide onto the next 
spinning bridge. 


š 


ý TIP 


Don’t worry about missing with the 
magic sphere—it’s magic! If it falls 
down into the water, it will reap- 
pear in your hands back on the last 
ledge you were on! 
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Throw the magic sphere to the next Take the magic sphere back to the Throw the magic sphere onto its 
ledge, then the second bridge after main cavern where the caterpillars are. matching base. There’s one more 
that. Keep throwing it until you get it Rage to find. 
back to the cave entran 
came in. paaa 


z | Throw your magic fist at the pur- 
of gTa e overhead and e Leap onto the moving skull and 
a _ over to the next ledge. : $ 
aes! take a ride over to the next ledge. 
E Grab the red Lum there. SR 


Return to the cave and take the 
tunnel on the right this time. 


a3 


i 

| are open or closed. You can get 
: pi through if you swing off straight. It 

x oh just seems easier when they're 

eee L open. Also, if you fall short on your 
Wait until the big doors open, then jump, you can climb between the 
leap out from the purple Lum and closed caie to get additional 
glide into the next cavern. Land on height. Don’t give up there. You 
the ledge where the green Lum is. can still make it. 


Follow the ledge to grab another 
red Lum and the yellow Lum. 
1 Shoot your magic fist at th 
| Lum and swing out. — 


ae 


Use your magic fist on all the caterpil- 


Í lars in the next area. Jump to all the Hop on the next skull island to get 
latforms ahead to get the yellow F 
Leap and glide to the next column, a there: = meee lifted to the level above. 


then take the moving skull platform. | ig ONS 
s primagames.com 
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ne 


Take the green Lum and the magic From the next ledge, throw the Glide out toward the purple 

sphere you find there. Throw the magic sphere to the ledge you Lum. Shoot your magic fist at 

magic sphere to the next ledge. entered on. It’s to the left of the 
me purple Lum. 


T A fo) i 
RNGA T: SEA 
Use the control stick to line “ Throw your magic fist into the 


up the jump and glide that Haul the magic sphere back to green crystals sticking up from the 
you need to make to join the the main cavern. Throw the ground to reveal another hole. 
magic sphere. A magic sphere onto the pedestal to 

reveal the secret door to the left. 
Go inside the cavern a 
the yellow and ean ms 
on you. 


You have choices to make on 
your downhill run. Sometimes 
you have to go for Lums in hard- 
to-get-to spots. Other times you 
have to use your magic fist to 
break the crystals ahead. 


: ; a = i T} By the time you finish this 
gaa } : ay downhill run, you should 
s ea ie have 45 of the yellow 
Drop through the hole in the i ; Lums. There are four 
ground. Break the crystals sticking i I} five-packs along the way. 
up from the ground ahead with : 


| your magic fist to go throug! 


The scary old man climbs up from the 
green water. And he’s come to eat you 
up if you're too slow! Get moving! 


The old man is hot on your tail as 
you glide down the sloping cavern. 

Grab the Lums along the way. Keep- 
shooting your magic fist to pc the | 
crystals ahead. 


Don’t forget you've got to get all 
the yellow Lums on this level! 
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In the end, it looks like you've But the scary man is already waiting |} Throw your magic fist at him. 
made your escape. for you with breath that'll set you ~ When he puts up the skulls as a 
on fire! barrier, shoot them with your magic 
z fist to freeze them in place. 


NOTE 


Shooting the skulls is going to take some work. Your 
reflexes and muscle memory are going to have to be 
trained through some repetition. The strategy here is to 
shoot a skull close enough to you that you can jump j ) 

on it. Wait for the next skull, then shoot it and jump - e — 
again. Usually it takes three skulls to make it ‘ A ~ 
completely across the chasms. It’s not easy, but it 

can be done with some patience and some A 
willingness to learn by doing. $ 


E OAA 


Your objective here is to make a 
bridge to get to the scary man. 

Jump from the last skull to reach the 
green Lum here as well as the red ones. 


Your quarry immediately turns tail 
and runs to the next ledge. Now 
Turn back around and chase after that you've learned the necessary — 
our target again. J skills, go after him again by build- 
ing anger Pridea 


On the next ledge, throw your 
magic fist out to a purple Lum. 
Make sure you're not hit by a fire- 
ball as you swing out or you'll fall 
to your death. 


aN 


Throw your magic fist at the next 
purple Lum quickly to keep mov- 
> ing. When you make your jump to 
3 the bone column, use your chopper 
| ability and glide down to the — 
the red Lums there. 
En 


TIP 


Run all the way to the left, then cut 
back across to the right and throw 
the magic fist at the purple Lum 
while you're on the run. 


bottom to ge 
ae 
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Keep jumping from column to col- 
umn, taking the red Lums along 
Climb the bone column and get Glide over to the column to the the way. 


ready to dodge fireballs. On the right to get more yellow Lums. a 
bone column, watch as your quart saa] 


EASY 


over to the next | 


When you have to stop the skulls here, try shooting the second one 
before leaping onto the first one. Also, the skulls come more quick- 
ly, so get them closer together and try not to glide to save time. 


Make another bridge of skulls and 
jump over to the column where the 
green Lum is to save you bag 


Once you get to this column, some of the pressure goes away. You 
may die, but the two red Lums that keep coming back on this col- 
umn will keep you alive if you remember to get them each time. Just 
work on your timing. The best thing you can do is shoot, jump, 
shoot, and jump again. Don’t look to see if your shot actually 
stopped the skull, because that will eat away at your time. You’ve 
got the red Lum health backing you up, so trust yourself and the 
auto-aiming on your fist and go for it! 


knock you off if you're M close to t 
ive yourself some room e 
3 Iso, you 1 have to move to tl 


ull in order to shoot we f 
e.CO nsistently. 


Shoot and jump fast to keep going 
| until you reach the ledge. 


| When you get four skulls in a row, 
you get a small breather while 

N waiting for the next skull. Don’t 
panic. Just wait for the next skul 


Spot the skull in the back on the 
right and walk toward it. Follow 
the trail. 
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After you turn the treasure down, 
you're warped out of the treasure roo 


You're offered the treasure by the 
scary man. It's in your best inter- 
ests to turn it down. 


Wow! Look at all that gold! A sin- 
gle coin rolls at your feet. 


rit 


aac | Nad 


agua | & , 
Leap to the lily pad. Leap to the dock and enter the f 


Teensie warp gate to return to the 
Hall of Doors. Rees 


You're given the Elixir of Life, and 
that sounds like something Clark 
could really use right now. Run 
back along the tree root. oe 


Back in the Menhir Hills, get p3 Creep back into the military Go slowly through the room with 
the walking shell tired out and X academy. the sleeping robo-pirates again. 
mount up. Ride the walking shell 
into the door again, but jump off 
before you get there. 
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crepes 


Ride through the tunnel 
ride. across the dock. 


z 
- Get back on the walking 
the yard and take it for a 


i 
e 


EN Ride through ndia tu 
ii -get off before you hit th a 


ahead. Enter. 


3 7 AS 
Tiptoe by the robo-pirat 4 Give the Elixir to Clark a 
throw your magic fist at tl feels better immediately. 


switch. Enter the door quietly. 


the corridor with Clark guardin J 
your back. 


Spot the third purple Lun 
higher. 


A gate blocks the way al 
Swing from one purple Lum to the 
next higher one. A purple Lum 

also hovers near the ceiling above. 


Throw your magic fi 
fourth purple Lum above 
swing up to spot the pirate c se 
| there. Glide over to the ledge — 
where the pirate cage is and break 
it open with your magic fist. PSX: 


| There’s no pirate cage here . 


iR a aa E oS 
Drop back down to the thi pupi 

Lum and swing around t t the 

ledge on the wall. Glide over tothe | 
ledge. Go through the doo! fayd 
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F of the other room. Once Clark — of the corridor. doesn’t it? It’s a good thi 
joins you in the hallway, walk — punches another hole in the 


i = “~ : j ; we £ as : 
as ži = K ™ a Be = > =; 
"AER i . l >in. 
| Flip the red switch to let Clark out A gate blocks the way A d Kind of looks like a fe i 


down the corridor. : á wall here. Í 


As you look around this next area, 
you can see there’s a lot to 


onon Gk nog thegiele Ahead and above across the way is 
spot the stairs leading down in the : Leap up and shoot the p 


middle of the floor. Take the stairs Maat: cree by a pure Lu Lum. Swing up and glide 


to reach the great outdoors. i the pirate cage. 


a : 45 2 a 
A : Drop down to the Fund ure $ 
Pull up on the ledge and blast the the walking shell into the open. Once the walking shell is 
cage open. Run around until you exhaust the — ed, enter the cave it came out o! 
; : walking shell. t Grab the yellow Lum there and 


climb the vine. 
activate 
hrow 
eg 


Leap off the vine a 
your chopper abili 
your magic fist unti 


pirate cage there breaks. 
Gather the yellow Lums once 
they're freed. You'll have to 
climb up the vine again. 
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Riding the walking 
shell across this 

section is tough. It’s 
going to take some 
patience and repetition. 
Just work with it 

and pay attention 


“a , i Lae ah to memorizing 


f 7 F ; i the route. 
Drop down and turn left to ent Hop on the walking shell and ri i. 
the tunnel there. The a: ll up the hill. Grab the yellow Lums j j 
will follow you. Run up the hill along the way. Dodge the root ten- 
inside the tunnel until the walkin; 


tacles that erupt from the ground. 
shell gives out. ; 


ikome out on tl 
the cave. The walki 


na” a 
: = In a short time, you're bl 
Eaimon a yell uns through another tunnel aft 
Fre ahead Ride across themmec lcs ing the rocks along the dock 
and grab the yellow Lums along 3 p 


the way. — f 


Walk forward in the cave, then 
throw your magic fist at the spi- 
der that drops down on you until 
it goes away. 
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Walk toward the webs at the other 
end of this corridor. At the ledge, 
crawl along the cobweb to gather 
the yellow Lums. Go down low to 
gather all the yellow Lums there. 


Glide over the next chasm as well. 
Climb up the cobweb to the ledge 
to get the freed yellow Lums. Go 
down the hole in front of you. 


Jump up to grab the next cobweb 
and work your way around it. Only 
a short distance away, you'll find a 
pirate cage filled with trapped yel- 
low Lums. Í 


After you read 
the notice about 
public enemy 
two posted by 
the robo-pirates, 


= To get this elu- 
_» sive little yellow 
Lum, leap at it 
at an angle, 
then use the 
| chopper ability 
| to glide back to 
the plank 


le. 


< return across the ¢ 


planks. Walk 
across the next 
plank bridge to 
the left. 


+ Land on the ledge and use your 
magic fist to break the cage open. 
Wait until the Lums come to you. 


> Turn around and walk into the 
cavern mouth to spot the next 
pirate cage hanging there. Stay on 
this ledge and break the pirate 
cage open. Leap and glide across 
the chasm in front of you. 


On the ground, take the plank bridge 
to the left. Blast the robo-pirate 
ahead to get him out of the way. 


| 
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As you try to enter the cave ahead, 
an electrified security gate closes. 
Get the yellow Lum here. Walk 
back across the plank. 


© ka 
a 


Enter the doorway and leap over 
the ledge. Use your chopper abili- 
ty and make sure you get the yel- 
low Lum. 


Walk back to the security gate and 
you'll find Globox has joined you 
there. Walk closer and Globox will 
do his infamous rain dance and 
short out the electrified bars. 


Watch as Globox performs anoth- 
er rain dance to make the plant 
swell and throw out a pink flower 
blossom. 


Grab the two yellow Lums by the 
plant. Scout around the ledge to 
grab the other yellow Lum here. 


Collect the Lums along the 
route the floating flower 
takes. Don’t jump; just stay 
on the flower and you'll get 
them safely. Leap off onto the 
ledge on the other side and 
collect the yellow Lums there. 
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Walk to the plank to the right and 
stop at the end. Throw your magic 
fist to hit the switch to the left of the 
lock-up gate and release Globox. 


Walk forward to grab the green Lum 
there.Turn right to spot the yellow 
Lum in hiding. 


Hop onto the pink flower and 
jump again quickly to get the yel- 
low Lum above it. 
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Go to the pillar outside and spot 
he wooden plank bandages on it. 
Blast the top of the pillar off with — 


Walk along the ledge and enter the Boy, look at that fire ahead. You 
cave on the left. could really use Globox and his 
rain dance here, huh? 


The broken end lands on the last a 
ledge so Globox can walk along it Inside the cave, Globox will do his = 
to join you. Walk toward the cave f rain dance again. 

with the fire and Globox will fol- f = AK 
low you. i = 


hen the fire goes out, cross the 
dge and grab the green Lum. In 
‘the next cave you're going to be 
ttacked immediately. Get moving! 


Globox becomes very afraid. 
Rayman wishes he had more of ] grime: AYE: 


Blast the robo-pirate in front of 
his power. 


you with your magic fist. 3 
Globox reaches down his throat to 


get more silver Lums. They make 
ayman’s fist even stronger. 


. Ahead and around the corner, Dodge the pirate ship’s cannon 
| another pirate ship appears. _ attack. When the pirate ship flies 
Globox runs and hides. away, look out for the robo-pirates _ 

sa left behind. 


hrow your stronger magic fist and 
blast the robo-pirate. 


x Turn around and walk back to find 
Another security gate seals up a E couclsbo 
è -the next cave containing anoth- ; MES CEN TE ee 
k i ~ have him do another rain dance to 
er green Lum. f 
i short out the security gate. 


Grab the green Lum and follow the 
corridor around to get more yellow 

Lums. Battle the robo-pirate around 
the next turn and put it down. 


Keep following the corridor to the 
next big cave. Look up to spot the — 
pirate cage hanging there. Also 
notice the wings on the other side - 
of the ridge ahead. 


Collect the yellow Lums on the 
_ other side of the ridge first. Then — 
climb the crates. 


Tum right and look up at the rail- 
und the top of the build- 


Climb the crates and shoot your 


[here's a five-pack of yellow Swing over to the crate. Hop off the magic fist at the purple Lum again. | 
Use the joystick to turn around 


and leap toward the railing by the 
five-pack of yellow Lums 


Lums there. purple Lum and use your chopper 
ability. Fire your magic fist at the cage 
to break it. It may take a couple trips 
to accomplish this. 


Go back and get Globox to 
follow you into the big cavern. 
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Walk to the door, but stay out of Watch as Globox does his rain ae 
| This time the ID scan passes you 


the red light or the door will shut. dance once more. The purple Laer ; f 
However, that’s hard to do. The flower grows huge. Hide yourself : peer ne ok : be 


doors close every time. in the purple plant. 
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Break open the pirate cage with 
your magic fist to free the Teensie 
and the yellow Lums inside. 

Take the warp gate to finish this 
level. Back in the Hall of Doors, 
Whale Bay opens up. Go to it and 
jump in. 


Go on down the corridor. Leap out j 
of the bush and turn the corner to 
find the last pirate cage. 


NOTE 


PSX: Whale Bay 
directly follows the 
Bayou level. 


Go through the passageway on 
the left for the moment. 


Walk up the steps ahead. To the 
right is a fish tank. 
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Even if you take your lumps an 
run around the barrel-shay 
guard, the exit is el 


There’s even a nifty little 
the wall by this fish tat 


barrel-shaped robo-pira 


Ps 


Grab the peer Lum on the net. p 
Turn right and wa eee 
end of the net 


£ 
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The red Lums 
under the net are 
on a timer, so you 
have to move fast 
and dodge the 
leaping piranha. 
You can still fire 
your magic fist if 
you want. 


Hop over the end of the net and 
down to the beam below. 


Leap up from the bottom beam and 
grab the net. Climb along the net to 
grab the red Lums underneath. 

~ Watch out for the leaping piranha. 


rei Return to the beam and cross over 


Return to the beam and follow it the top of the net. 


around to the right. A short dis- 
tance ahead, you'll find another 
net with four yellow Lums hanging 
under it. 


a toa 


Climb along the net, grab the yel- EOE OR 
low Lums, and dodge the piranha. : 


NOTE 


Don’t worry about the i * 
robo-pirate firing at you. 
His shots are easy to avoid as 
you make a dash for the 


d 
railing. He does keep jumping á 
around the ship. If he Once you're on the ground, you'll 
lands near you while spot a guarded door and a barrel 


you're on the ship, just by the ship. 
do your best to hammer 

him and avoid his 

shots. Then get off the 

ship as soon as you can. 


Grab the green Lum around the cor- 
ner and look out at the pirate ship 
below. Jump over the railing. 


Return to the barrel and turn | 
around to find a red Lum up 
against the wall. Jump up on 

the barrel near the boat. Leap 
onto the net in front of you and 
climb up. 


Glide over to the ship’s deck 
g ss through the doorway. 
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Turn around and look up by the Jump down and go through the 
doorway you glided through to spot 2 Watch out for the eauh the corner and jump acro 
the switch. Hit it with ur tes as rels to get the yello 


Drop into the water below. Turn Keep the wall to the right and walk 
around and grab the red Lum slowly forward until you reach a 


under the dock you d On OF. cave with a powder keg init 


Go back for another powder keg. k 
Try to blow the door o E P - 
There’ s another p ite c : 


Grab the red Lum in the treetop. 


$2 i 
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NOTE i 
T} Sometimes this AY 


explosion blows í HE wie 

the door, sometimes oremi 7 n | Ë p> 
not. If the powder s T ; x wae 
keg goes through the ; i ONE 

door and explodes, ‘ = 1 j = 
you won't ever 5 E 

see the cage. z ; $ i 

The Lums will eS 
still fly out 

even with the = 
door intact. me 


Climb up through the trees to 


Shoot the purple Lum with your 
reach the purple Lum. 


magic fist. Change directions with 
the controller. Then leap off and 
glide into the building ahead. 


DC &NG4 


Walk to the magic stone on the 
beach. Murly shows back up and 


Follow the corridor and down the ; 
tells you Carmen the whale is 


next dock. 


Don’t swim away from the beach. 
Dive straight down and turn back 
toward the beach to find Carmen 
caged underwater here, but be careful 
of the electric fence holding her in. 


To the left of Carmen’s cage is a 
hole in the wall. Swim through. 


Follow the line of blue Lums. Swim 
up through the rectangular opening 
ahead to surface. 


Bar 


Swim to the low side of the open- 
ing and jump out. Look back 
over the rectangular opening to 
spot the opening to the left. 


Return to the end of the corridor 
overlooking the rectangular area. 
Two doorways lie ahead. Take the 
doorway to the right. 


Leap over and grab the ledge. Pull 
yourself up. Walk up the passageway 
to find a door blocking your way. 
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Turn right and look down into the : a Follow the corridor around and 
room below. Those stairs definitely : j collect the yellow Lums along the 
look interesting. However, there's Turn right and leap into the door- way. In just a moment you're in 
still another door back around the way there that you haven't tried yet. the room you looked down into 
rectangular pool area. Return there. with the interesting steps. Walk up 
the steps. 


Throw your magic fist at the 
switch. Once the electrified field 
drops away, Carmen wastes no 
time in getting out. 


The electrical machinery on the 
wall transports a walking shell into 
the room. Run around to wear it 
out. Mount up, cowboy! 


corridor opposite the steps. You're 
going to ride it to the locked door 
ou found earlie 


Ride the walking shell through 


the curving corridor. Boost the a 
walking shell’s speed and get 2 


across the water. 


Walk through the door and 
) follow the corridor around to 
© more red Lums. 


Hop off the walking shell before it 
hits the door. 
primagames. 


OFFICIAL STRAT 


At the top of the steps is another 
pirate cage. Blast the cage open 
and take the yellow Lums inside. 


Turn left and follow the corridor. Walk out onto the ramp and stop 


at the end. Below, bubbles glow 
in the water. 


Dive into the water and swim. 
The line of bubbles leads you to 
Carmen. These are air bubbles 
Carmen is leaving for you. Trail 
Carmen into an underground cave. : 


Keep following Carmen. In a short 
time, Carmen leads you to a brand 
new cavern. 


Swim toward the sunken ships 
ahead. Swim down toward the 
steps and gather the yellow Lums. 


Swim inside the sunken ship and 
keep getting the Lums. 


In this new room, you have to 
watch out for the piranhas swim- 
ming around. They'll take the air 
s. Stay close to Carmen. 


Be CEO UEIN. 
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Surface and go to the ladder in 


the corner. 
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Erai | 
Look out to spot the other yellow 
Lums ahead. 


rs a 
Look back toward the mast to spot 


the red Lums and the purp! 
nearby. Walk over to t 


Follow the ledge around. Walk up 
onto the deck. 


Climb up into the ship’s rigging. 
Jump up on top of the beam. 


- Once you have the red Lums, 
_ swing back to the beam. 


You can’t get any traction on the 
wet section of the ledge, so slide 
through the water agg 
ie Lums. 

aT 


Leap up to get the higher yellow 
Lums and to get across the hag 
ahead. 7 


front of you when the sli 
A cave lies to the 


primagames. 


Enter the cave and you find the Climb back up into the ship’s 
warp gate out of this level. rigging. Shoot your magic fist at 
However, it still needs to be the purple Lum and swing out to 
activated. find another pirate cage in the 

‘ 7 crow’s nest. 


Glide down into the water and | 
swim around until you find the net | 
hanging on the wall. Climb up the k 
net to discover the cave with the |~ 
yellow Lums in it to the left. Glide | 
into the cave but look out for the 


robo-pirate that jumps on you. 


Dodge past the guard to find the 
final cage on this level. Break the 
cage open with your magic fist. 

_ Follow the Teensie out of the 
cave. He’s headed for the warp 
gate above. 


Go outside the cave and climb up P Enter the cave and let the Teensie 
the net to the warp gate cave on | send you to the Hall of Doors. 
the left. 
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Tne x af liava and Fire 


PSX: There is no 
Sanctuary of Lava 
and Fire in the 


PSX Version. + Fe. 
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Enter the new door in the Hall of | Follow the crack in the earth 
Doors. The Council of Teensies ahead. Glide out to grab the red 
| meets you again and sends you Lum in the air. 


through the next door. 


y L Tae daed T ct. | eee ale? 


a Pi A 4 
i i i | j 
k: i : 

the pirate sign to find out this is 


the Labyrinth. k 
Dnem sels "o Toe 


E 
} Walk to the end of the ledge and 
y ' Follow the ledge to the left. 8 
i i e e a a glide to the other ledge on the left. 


Land on the bridge below. Read 


f TH | y amm m DC &NG4 
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y mamoms DNG 4 


Interesting machinery ahead, huh? => { 
Get closer to take a better look. x eL = 
Use your magic fist to blast the nme E 8? nye eae 


robo-pirate that attacks you from 
the machinery. 


Grab the red Lum the robo-pirate 


leaves behind. Spot the yellow Lum Bounce on the gate to get up to the 
yrs | SAG oe DC & N64 on the right and the gate set into next ledge. Walk up the catwalk. 
y i is | the stone floor. N64 & DC only:The 

gate holds a pirate cage that you 


4 A y ] 
Í "A | can’t get to yet. 


i a At the end of the catwalk, you'll find a wooden plank 
tare over the tower. Hit the aul bandage with your 
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Throw your magic fist out onto the Glide over to the column to grab Turn around and spot the second 
purple Lum and start swinging. the first yellow Lum. wooden plank bandage on the tower. 
Throw your magic fist at the bandage 


i — ie DOUNO í N aama oe ‘caw if to free another purple Lum. 


ARI y 


Shoot your magic fist to the first Walk around the catwalk and 
purple Lum. Swing back over to shoot your magic fist at the second 
the catwalk by the tower. purple Lum. Grab hold and swing Glide over and get the yellow 
around to the side where the yel- Lum, then take the magic fist 
( low Lum is. power-up. Go back to the catwalk 
NOTE and return to the first purple Lum. 
The magic fist Eo maaa DCO NG4 
power-up only lasts ty A hye a ™ DC YNG4 
until you get injured u3 ; | \ 4 


three times. Enjoy y : l 
them while they last À ' 
because they really 


deliver a more f o 
powerful wallop! A F 


y samme DCA N64 


Shoot your magic fist out for the 


4 . ‘ first purple Lum and swing over to As you get closer to the red 
Í ae the left. Glide down to the ledge Lum, spot the green Lum just a 
E ee where the red Lum waits. little farther ahead through a f 
4 a a crack in the wall. Glide over to d 
í z - Ye eT va DC &NG4 the green Lum and take it. 
pee | 
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After the robo-pirate is 
down, leap and glide across 
em, the chasm to the green tree. 


Keep going forward and around the 
corner, Prepare to battle the robo- 
pirate that jumps up at you. Stay on 
this side of the chasm firing the 
whole time. 
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Take the red Lum nearby. Keep the | Leap and glide along the other Glide out to the plum and stand on 

wall to the right and walk forward ledges to follow the passageway. it as it floats on the lava. You can 

until you spot the cave around the Once you reach the ledge where the guide the plum through the lava by 

corner. Glide to the ledge at the green Lum is, shoot the plum from throwing your magic fist in the 

cave’s entrance. the bush on the wall ahead. direction opposite from the way 
nS COLA r DOENE | you want to go. 
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Propel the plum to the ledge where 


ie 


the yellow Lum is. Jump up and get it. ledge to reach a large cave. Jump to the column in the center of 


This entrance is directly across from the lava pool to get the red Lum. 


the tree where you blasted the last = DONG y Turn right to spot the plum hanging 
robo-pirate. If you look out across the E mm Cas = on the wall. Grab the plum. 
ledge, you'll be able to see the tree | 
and the entrance that took you into | 
the area with the plum trees. 
i" M 
You can’t hit the q gi 
robo-pirate with the rt 
plum close up and get 
it to stick on its head. 3 The robo-pirate here is of the inde- eH 
It has to be done from j structible sort. From far away, T EUT aÉ 
a distance. throw the plum at the robo-pirate. 
Once the plum has landed on the Break the pirate cage open with your 
à bo-pirate’s head, run over and magic fist. Go back to the area where 
j3 me DC & N64 K á : 
pa EE ea ZNG | leap on it to get up to the ledge you got your first plum. To get there, 
/ i where the pirate cage is. return to the opening in this cave. 
j N Climb on the ledges to the left of this ™ 
f = | cave to get the height you need to 
A A Get another plum and glide back to the other cave to the left 
— ‘a come back through this of the tree. 
' be utd lava channel again. ad 
Toa e wien i 
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| Keep throwing your magic fist until In a short time, you’re back by the Grab the yellow Lum at the base of ; 
you get around the lava channel by tower where the purple Lums are. the tower near the gate that keeps Í 4 
the tree where you encountered we the cage you spotted earlier. ry 
pirate. Go through the cave. oS DCEN64 Éi 
f m mm DCA NGA 7} 
rn | DC & N64 í K F Í F 
Wy ` 
f | y 
SP N. i 
p E y 
t A | 


a 
guur 1s When you reach safe land, hop off 
the plum. Take the green Lum Stand back a long distance from the 
At the end of the line of red Lums, beneath the tree, then knock the ledge leading out to a lava pool 
you'll find another cave you need nearby plum down and pick it up. where a spike sticks up. Throw the 
to enter. plum until it lands on the spike. 
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You can't throw 
the plum on the 
spike from the ledge’s q cokes 
edge. Being close 3 i oy 


er a 2 
. BES Wi \ Be iis 
Leap and glide out onto the plum d m 7 


neg DCE N64 i 
y SAINE: Tar: | amine spi Jump up and grab the ledge and 


pull up. Spot the plum in the corner. 


just won't work. 


pagi x y 
; Ss ‘gaia ja we 
; { 
% ‘ 
Get the plum and throw it toward PS 
the spike on the platform. Le 
Big 


Leap over after the plum and 
catch it before it drops off. 
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Catch the plum when it comes 
down. Turn right and throw the 
plum toward the next spike. 


i 
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Another pirate cage is just ahead. 
Break it and take the yellow Lums 
inside. 


Leap and glide to the next ledge, 
then grab the webbing above. 
Hang there and wait until the baby 
caterpillars show up. Blast the 
baby caterpillars off the webbing 
and continue forward. 
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Catch the plum and throw it straight up 
beside the ledge to the cave. Let the plum 
drop to the ground between you and the 
rock face. Jump on the plum and leap up 
to the ledge. Pull yourself into the cave 
jabove and follow the corridor. 


T PVC N64 


Hurry and leap across to the next 
spike—the plum will stay stuck 
where you are only a short time. 


If you look up, you'll discover this is ora i 

W © the pirate cage under the bouncy gate. 
Skip the first plum and grab the second ja 
one on your way back. Throw it into 
the air, then throw your magic fist to 
push you and it into the lava. Go with 
the lava flow. Return to the cave where 
you found your very first plum. 


a DCE N64 


Knock another plum down 
onto the lava. Bounce on the 
plum on the lava and grab the 
cobweb against the ceiling and 
jump to a nearby ledge. 


eer 


at GT 


Jump on the plum. Shoot the baby 
caterpillars that attack you. 


| E d 


f | 
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Keep leaping up í 


Drop down on the next ledge. 
Blast the baby caterpiller with your 
magic fist. Hit the plum on the wall 
ahead with your magic fist to knock 
it into the lava. 


ES 


Leap onto the the ledges and fol- 


a where the MERER low the passage- 
red Lum is. way ahead. 
- aai 
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_ Instead of going with the flow 
| here, use your magic fist to push 

| yourself backward, past the pirate 
sign. There’s a surprise at the other 
end of the lava channel. 


Walk forward a little and Murfy | Walk to the right to find a plum 
shows up with more advice. hanging on a tree. Knock it off the | 
3 es ED branch with the magic fist. Jump | 

bee N64 onto the plum and throw the i 

magic fist toward the tree to pro- | 
pel the plum into the sls: 


— DCYNGS 


Keep weaving through the channel 
until you reach the other end. 


| Jump off the plum onto the es 
n to the right. dl 


| Notice the door almost hidden 
| high up on the side of the hill. 
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The room in front of you is filled 
with things you have to do. 


Turn right and spot the flamethrower 
on the ledge. Time the flames, then 
jump across and head to the left. 


on 


Leap across the floating platforms 
in the lava ahead of you. 
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Stand in the middle of the 
bridge to get a good look at 
the doors on the back wall. 
Jump up in the middle of 
the bridge and throw your 
magic fist at the cage on the 
ledge to the right. 


CRO 


hy, 


| Avoid the next flamethrower as 
| well and turn left. 
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Run across the bridge to the right 

‘and leap up onto the ledge where 
the yellow Lum is waiting. Pull up 
and look out over the room. 


Look up to spot the stone stalactite 
formation hanging from the ceiling. 


DOZNA 


Throw your magic fist against the 
doors until they break apart. Enter | 
the room and glide across to the 

platform in the center of the room. 


Ea Follow the corridor around to the 
a left. Turn the corner to the right to [ 
spot the next pirate cage. 


se = 
my et 
= Throw your magic fist at the stone id 
formation to knock it loose. Leap 


across the fallen stone formation to or 
get to the ledge on the other side. 


co \ 
+ gga @ 


Leap and glide to the green Lum 
waiting ahead. 


Turn right and time the 
flamethrower there. Knock the 
stone stalactite formation down. 

| a ENGL 


Deyn. 


Hop across the stone formation, 
then glide to the ledge to the left. 
Throw your magic fist at the pirate 
cage to break it. Walk over and 
grab the yellow Lums. 


Ş 


Turn right and walk across the Spot the wooden plank bandages 
ledges to the column. Glide over on the two columns ahead and 
to the last platform in front of throw your magic fist at them. 


the columns. 3 
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| Walk across the fallen columns that Glide through the doorway ahead Take the next left, toward the J 
| make bridges through the lava. | and land on one of the platforms stone stalactite formation hang- a 
z in the lava. Grab the green Lum ing from the ceiling. Throw your 
from the first platform, then contin- magic fist at the stone formation : 
I ue leaping across them. Leap over $ to knock it down. Leap across it 
the flamethrower ahead. f | to oe to the next Oa l 


The second platform scoots across | 
“the lava. 7 on it. Float toward the 


j T aa 


When the platform comes to a stop, Glide down to the set of pillars on 
avoid the flamethrower that tracks the left. Jump to the next set of 
you throughout this room. Stay ledges on the right. 

moving to stay ahead of it. 


_ DCE NG4 
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Turn right and glide to the next set 
of ledges. 


n 


at 
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Turn left and glide to the ledges there. 
_ Glide to the next set of ledges and me DC YNGA à 

climb up. Leap up and blast the = a 4 
pirate cage there with your magic 
fist. Grab the yellow Lums inside. 


AAA 
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Glide to the next ledge and 


I watch out for the small spider After you blast the two spiders 


here, enter the doorway. Turn right 


x and walk up the ramp. 
primagames.com 


Turn right and spot the platforms 
in the lava below. Glide down to 
the first platform. 


~ ramp. Take the red Lum there and 
ne spot the purple Lum ahead. Throw) 
your magic fist and grab the pur- | 
ple Lum. Swing up onto the ledge 


Enter the door here and walk 
down. Drop onto the ledge 
below. Turn left and follow 
the ledge. 


i) ae 
-| At the end of the ride, leap onto 
_ the steps and grab the green Lum 
| Secs: | there to save your place. Walk 

= up the steps and turn right. 
Follow the corridor. 


Throw your magic fist at the stone 

< formation hanging from the ceiling, 
T and knock it into the lava. Leap over _ 
to it to avoid the flamethrower. Then 
jump back onto the moving platform 
again after it’s cleared the 
flamethrower. 
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Enter the room and follow the re 


cave down. Below is a green Lum 
and a walking shell. 


Walk to the door on the left and use 
of your magic fist to break through. 
Blast the giant spider inside. 


Turn left and follow the corridor into a 
room with three doors. Blast open the 
middle one with your magic fist and 
break the pirate cage inside to get the 
Lums. There also is a magic fist power- 
-up here. The door on the right contains 
a group of red Lums on a timer. 


$ 


Follow the curving ramp down to 
the lava pool ahead. Looks like it’s 
time to saddle up! Hiyo, walking | 


primagames.com shell. Blaze around the ramp! 
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NOTE 


This run through the temple is going to take a lot of work and patience, plus a steady hand. You've got jumps to make, and in one place you 
have to accelerate the walking shell to get across. It’s going to take some serious repetition to get through, but you'll make it. 


Memorize the route as you work it. Once you hit the loop-the-loop, you'll actually gain more life than you lose. So after you start consistently 
getting that far, you don’t have to worry about going back to an earlier level when you die. 


Try to stay along the inside of the curves rather than the outside. If you bump up against a wall, it generally throws you off for the next turn. 
A turn or two after you rattle against the walls, the walking shell explodes, taking you with it. 


Once you reach the horseshoe-shaped stones ahead, leap off the walking shell and take a breather. You'll have earned it! 
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Shoot across the burning lava. 
y a DC& N64 
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Do a loop-the-loop on the walking 
shell, then jump the next two gaps 
that come your way. Race into the 
next cave and across the narrow 

bridge. Accelerate across the next 
patch of lava and let off as soon as 
you're across. 
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Glide down into the temple area. 
Knock the plum from the tree and use 
it to float back out into the lava. Jump 
on it on the ground, then use your 
magic fist to push yourself out onto 
the lava. 
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Race around the next ramp. 


came ee DC N64 


Leap off the walking shell to land on 
the horseshoe-shaped ridge by the 
door. Throw your magic fist at the 
door to break it apart. Go through. 
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Go past the pirate sign and the tree 


where you got the plum that 
brought you into this area. 
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Leap the gap ahead by jumping on 
the walking shell, then keep going. 
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In the next area, walk to the left 
and cross the fallen tree. At the 
end of the fallen tree, glide to the 
ledge ahead that has the yellow 
Lums. Grab the yellow Lums. 
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Once you turn the corner, you 
spot even more interesting sights 
ahead. Fight the robo-pirate on the 
bridge ahead. 


hy 


TAL ANV VAVI 10 AAVALONYS 


ers 


by | oam 


i 
a 


L- 


nn?” 


ee 


THE GREAT ESCA DE: 


RAYMAN 2, y mmm DCE NGA ’ 


r mae vu are [ os 


F =" a 
: Fx: aU ae 
rT d Follow the tunnel down. 
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Leap up from the plum to the Y 
metal ledge and pull yourself up. | me 


This is the same SE 
robo-pirate that : nid es 
confronted you Be ena 


outside. If you didn’t 

blast him then, Leap and glide across to the cat- 

you'll get the walk to the left. Follow the cat- 

chance now. walk up to the pirate cage. Break 
it open with your magic fist and 

take the yellow Lums inside. 
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Drop onto the catwalk at the end 
of the ledge. Turn left and blast the Qe a Í 
robo-pirate on the catwalk there. 


g 
| | 
pomm DCYNG4 i i 
y i s 
| 1 <@, 
ia I A fies ge 
j s | Turn left and glide down to the e 
; doorway with the green Lum in it. A spider is also in this room. It’s 
E AE Enter the next cavern at the back very hard to track down and hit 
aie a A of the ledge. . with your magic fist, but get it done 
or it will cause all kinds of havoc. — 


Go back down the catwalk. Glide 
over to the first catwalk you 
dropped on, then glide over to the y DAE EE DC & N64 


short catwalk in the corner. 
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Keep luring the spider out and 
hit it every chance you get. 
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Once you finish the spider off, you 
get a big plum. Jump on the plum 

and hop around the room to collect 
the other red Lums you couldn't get 
to earlier. 


Follow the corridor around. Walk 
through the valley ahead. 
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is. Down in the cavern below, you find that 
y you've picked up a plum along the way. 


hoeses 
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Avoid the patches of yellow 
lava. They burn the plum away 
and kill you. : 


hai 


Y mmr DE ANGA 


RE l i 
i yourself out toward the lava flow. 


E, in front of you and fall through 
the floor. 
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Carry the plum over to the high 

doorway and throw the plum high 
= DCE N64 into the air. Hop on the plum and 
a leap up through the high doorway. 


ANI. 
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Leap up and glide to the column 
on the left to get the yellow Lums 


there. s 
Walk across the collapsed ruins 


If you lose the 
plum in this area, 


stay on the ledge. Ey N 

Another plum will Í j B ki + 
Sigi d AFS 

be along in just a j 4 


_ 


moment. q 


Ag riws: 


Toss the plum up into the air, then 
jump on it. Shoot the magic fist 
against the back wall to push 
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Use the magic fist to shoot your- 
self and the plum up onto the A Qgrw aE 


sloped walls to get the red Lums. 


Reverse sides and push yourself to 
the other side to miss the next yel- 
low lava pit. 


primagames.com 


y mme tee DCS Need 


e. 


Get up high on the next wall and 
stay there by throwing the magic fist. 
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Keep dodging tentacles until you 
drop through a pit ahead. 
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Be sure to get the line of red Lums 
to the left of the tree by bouncing 
on the plum. There is also one 
green Lum here that you definitely 
need to get. 
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Use the magic fist to work your 
way around the yellow lava. When 
the lava fall forks, head to the left to 
get the yellow Lum there. 
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Watch out for the thorned root ten- 
tacles that stick out of the wall. 


Farther down the corridor is a line of 
red Lums with a yellow Lum and a 
five-pack of yellow Lums between 
the doors. Glide to get the red and 
yellow Lums and land on the plum 
at the bottom. 


Jump off onto the ledge to the left. 
Take the Lums by knocking the 
plum from the nearby tree. 


DC &NG64 4 


Don’t worry about 
losing the plum here. 
If you do, the tree will 
grow another one. 


Get back on the plum, then shoot 
ig mmm DCA NGA | yourself back into the lava flow. Walk 
si 


i to the end of the ledge to avoid the 
yellow lava beside this ledge. 


Leap off the plum and glide to the 
ledge at the end of the lava flow. 
Go through the door. 
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Before you enter the door, listen. You 
can hear the cry of Lums somewhere 
nearby. Turn to face the lava flow. 
Look up, way up. Hanging from the — 
cavern ceiling is the last pirate cage. 
You'll have to travel through a cave 
you've already passed on this lava 


be by this way again. a 


flow to reach it. Don’t worry, you'll : ae DC& N64 
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ra ghara 


The next pyramid is a little harder | 
to avoid because it shoots out two 
cones of fire. 
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Use the first-person view to spot the b 


| 


purple Lum near the doorway. You 
won't be able to see it otherwise. y 
However, ignore this purple Lum 

and simply glide over to the ledge. Í 
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Blast the caterpillar on the next Throw the magic sphere to the 
ledge. Leap out and glide to the next ledge and follow it again. 
magic sphere. Throw the magic Watch out for the baby caterpillars 
sphere to the ledge with the fire- that come out of the darkness. 


blasting pyramid. Jump after it. Keep going down in the same 
fashion. 


After you throw the magic sphere Throw the magic sphere to the = 
again and start gliding down, doorway ledge ahead. 
throw the magic fist while you're = 
gliding to blast the caterpillars that =< 
creep out to get you. 
> 
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air. Shoot the plum in the distance 
with your magic fist to make it 

come back to you. Pick the magic 
sphere up and step onto the plum. 


wwe: ES) Throw the magic sphere into the ¢ 
f 


Grab the magic sphere and the green 
Lum. Follow the corridor ahead. 


e |) Throw the magic sphere into the air 
Pd and shoot your magic fist in the 
opposite direction to get the plum 
moving. The magic sphere follows F 
you automatically. f; 
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Throw the magic sphere at the 
ledge ahead, then leap off and glide 
forward. 
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You're given a view of the place 
where the second magic sphere is. 
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The door at the end of the lava turns 
to another position, allowing access 
to another area. 
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As you round the corner notice the 
yellow lava to your right. The cave 
entrance is in the wall behind it. 


RAYMAN 


® 


THE GREAT ESCAPE 


a ee y mmnm DC ENG 
i} r 


Turn left to find the pedestal the 
magic sphere goes on. Throw the 
í magic sphere onto the pedestal. 


Cross the beam ahead. 
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Climb up on the ledges and go 
through the door at the top. 


2p 


To get the second magic sphere, 
you're going on another incredible 
journey. Leap over the lava channel 
and run to the door on the other side 


of the room. 


Recognize any of this lava? You jf 
should, you were here justa 
little while ago. This is the same 
lava flow you bobbed along to a 
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Throw your magic fist at the plum 
to drop it from the tree to the left. 
Put the plum at the edge of the 
ledge, hop onto it, then blast your- 
self off into the lava. 
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reach the door that led you 
to the first magic sphere. 
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The door out of here is just ahead, 
but you don’t want to go there just 
yet. See how the lava flows between 
the wall and the yellow lava on the 
right? Fire a few magic fists to pro- 
pel yourself along the wall. 


le 


Ease into the cave. 
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Í À fay The camera angle 


eà while you’re bouncing 
§ > up the web stairs. It 
q may feel odd to pull 
©: the controller down 
Meat ier) to go forward. 
sant Take your time 


Keep moving until you reach the making each 
web-covered rocks. Leave the plum jump. 
behind as you leap for the webs. 
Use the cobweb to jump from one 
web to another. 


When you reach the third web 
stair look to the right. The wall is 
covered in webs. Make your next 
leap toward the wall. Glide to it 
and hold on, then climb up the 
web until it ends. 
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The web ends here on the left 
side of the cavern wall, but 
begins again on the wall across ! 
from you. Leap up and glide to ft 
the next web. | 


jo OE. ee DCE N64 į This is no time to just hang 
around! Drop to the stone path 
and follow it. 


RF 
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From the edge, look down and 


to the right in first person view P < 
to see the small ledge you must ae Mr at | 
reach. Take a long walk off this 


short ledge, then kick in the Jump up to the door above and 

chopper action to glide safely to go through. Once you're through 

the ledge below. the door, leap onto the plum in 
front of you. 


a 


The familiar plea for help and 

| annoying metal squeal let you 
know you've found another pirate 
cage complete with imprisoned | y ama DC &NG4 
Lums. Without dropping off the 
ledge, fire your magic fist to 
release the Lums. 


Start down the lava. 
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Throw your magic fist straight 
ahead to knock the doors out of 
the way at the bottom of the lava. 
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Release the purple Lum and leap 
to the next ledge. You're greeted 
by another slide. 
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This sequence 
usually takes a 
separate attempt to 
blow the doors open, 
then glide through. 


Leap to the green Lum on the 
ledge once you're past the 
columns. Follow the corridor 
down and around. 
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Jump over the flamethrower. 
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When you arrive in the next room, 
you'll spot the next magic sphere 
to the left. Glide over to it. Leap 
up to the block with the magic 
sphere and take it. 
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Glide through the doorway. Glide 
into the columns ahead. 
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Slide down the ramp and grab the 
red Lums along the way. 
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Grab the one yellow Lum along this 
way. At the end of the ledge, shoot 
your fist out to grab the purple Lum. 


y mme DYNGA i 


Throw the magic sphere to the 
floor. Jump and glide around the 
room and collect the yellow Lum 
and the red Lums on the ledges. 
Glide to the middle to get the yel- 
low Lum floating out there. 
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Shoot your magic fist to the purple 
Lum and leap up onto the ledge in 
front of you. 
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Go get the magic sphere and put Umber, the guardian of this sanctu- 
it on its pedestal. ary, comes to life and walks out into | 
EX E | the middle of the lava channel. 
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Umber walks deeper into the lava 


channel with you on his head. 
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As Umber approaches the ledge at 
the end of the lava channel, jump 
off and glide over to the steps. 


r Ui 


Go up the steps. Follow the ledge 


= Dc &NG4 around to the left to get the yellow Go up the second set of steps. 
$ ; Lum there before you take the next Lightning jumps out of you and 
set of steps. reaches for the pillar ahead. f 


wm DC & NGA 


m m= DOANG 


Í 


hS 


AAH ANV VAVT JO AANVAL 


ii 


The pillar shifts to reveal the sec- = 
ond mask inside. a 
- Hk ¢ A 
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In seconds, you're back with Then Polokus works his magic and 
Polokus. Polokus takes the second sends you back to the Hall of Doors. 
mask and places it on his column. But the second mask is in place. 
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Helicopter-jump off the cliff and Continue forward to the next ledge. 
collect the Lums on the way Knock out the waiting robo-pirate 
down. Be careful of the lava at and take the red Lums he leaves 
the bottom. behind. Climb the ledge and run 


around the tower to the right, 
where you'll find a.ramp. 
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Run up and around the ramp. On Shoot the little spider waiting there, and i 
7 3 : 3 Follow the corridor around to the 
the little platform at the end, throw then jump across to the next ledge. Se : 3 
see : right and jump down into the cav- 
your magic fist at the bandage to : 
ern ahead. Be ready to fight the 

free a purple Lum. Use the Lum to ; 4 

7 two fire-breathing ghosts. 
swing across to the next ledge. 
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Dodge and throw your magic 
fist at them until they're both 
gone to make a plum appear. 
Then shoot the pirate cage 
hanging from the tree. 


While standing on the plum, jump 
up to the ledge above the sign. 
Then move forward and jump to 
the ledge with the yellow Lum. 
Cross to the next ledge to find a 
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Shoot down the plum on your left 
and jump on it. Push yourself 


across the lava to the pipe that runs 


across it and shoot the black 
_ thingabobbies that attack ae 


Move forward and up to the grassy 


ledge, shooting little spiders as you 1 


go. Take the Lums, including the 
one across the lava channel, and 
shoot down the plum. 
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-around the first bend. Continue 


Jump up and take the Lum. Then 
jump up to the ledges on the right | 
and then to the ones on the left. 


Jump up on the pipe and shoot 
down the plum on the right. Jump 
on it and get across the lava to the 
next ledge. 
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Stay right to avoid the lava flow on 
the left. Jump up to the ledge at the) 
end of the river and walk through 
the corridor. i 


Get on the plum and ride it down 
the lava river. Shoot down or scoot: 
past the robo-pirate on the bridge 


around the bend to the right, where 
a yellow.Lum hides in a nook on 
the right. t 


Uh-oh! The stones give way and 
you fall into a new cavern. j 


‘Stand in the 
middle of the 
| bridge and go 


using the stalac- 
tites and the 
ledges. Jump 
overor avoid the 
flames thrown 
from the walls. 


Shoot the stalactites to create a 
pathway across the lava. Don’t stay. 
long on the stalactites; they'll sink 
beneath you. Time your jumps to 
avoid the flamethrowers. 


down the tunnel 9 side, shoot the band- 
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if 
à Once you're across, go over the 
bridge to your left. Shoot the pirate | 
cage, then climb up the bones on 
the wall to claim the yellow Lums | 
on the ledges. 


When you make it to 
the bridge, cross 
over. On the other 


ages on the pillars 
ahead. Cross the fall- 
en,pillars to. the 
square platform 
around the corner to 
the right. 
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Helicopter down to the next set of 
platforms and jump across them until 
you are close enough to run forward 
and jump up to hang from the net. 


Shoot the stalactites and the pillars to” 


“make a pathway to the ramp on the 
left. On the ramp, jump up and 
climb to the top ledge to find a red 
Lum. You can shoot a pirate cage 
open, from, this.ledge,.as well. 


Use the purple Lums to swing 
from ledge to ledge. Then helicop- 
ter to the next platform, take the 
Lums that are next to the bone 
ladders, and swing across to the 
platform withthe green Lum. 


- lactites to reach’solid ground. 


Take the Lum, then jump up to the 
opening directly above the lava 
and collect the Lums there. Then 
jump back down and follow the 
stone pathway that leads through 


Swing across the net, timing your 
journey to avoid the spinning 
flamethrowers. Then drop down 
onto the stone bridge. From there, 
shoot the bandaged column and 


jump to the higher of the two the tunnel. 


stone ledges. 


Follow the stone pathway, jumping 
over the spinning flames. At the 
end of the path, climb the bone 
ladder to the ledge above. 


Jump forward onto the waiting plat- 
form. Ride it down the next tunnel, © # 
avoiding the flames and jumping 
over the stone bridges. At the last 
bridge, make another path with sta- 


Shoot down the pirate cage and 
take the Lums from the cave. Then 
jump into the hole in the ground. 


Jump down to the long platform and 
guide Rayman as he slides along the 
ramp to a walking shell, Ride the 
shell through the loop-the-loops and 
jump off before it hits the door 
ahead: Then'walk through. 
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Shoot the pirate cage high up on 
the right first. Then shoot the plum 
off the tree and get on it. Ride it 
down the lava flow past the haz- 
ardous lava sinks and the “thorns” 
that jut.from, the walls. 


Walk through the short corridor 
and helicopter-jump down to the 
ledge on the left, where you'll find 
another plum. 


Avoiding flames and caterpillars, 
throw the sphere to the next col- | 
umn and go after it again. Repeat 
until you reach a ledge that leads | 
into the cavern wall. Then carry the 
sphere to,the end. of the corridor. 
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Use the plum to get down the lava 
flow past the lava sinks. At the 
bottom, jump up to the ledge and 
walk through. 


at the end of the lava pit. When it 
reaches you, pick up the sphere and 
walk onto the plum. Throw the | 
sphere in the air and shoot opposite | 
the direction. you want to travel 
toward. You'll catch the sphere 
automatically when it comes down. 
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At the end of the flow, jump off 

the plum before it falls, grab the 
purple Lum, and swing up to the 
ledge ahead. 
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Jump down to the top of the col- 
umn and shoot the caterpillar | 
guarding it. Take the magic sphere, 
throw it down to the column with | 
the flamethrower, and jump down | 
after, it, 


ree 


At the end of the lava pit, jump off 
the plurn and carry the sphere | 
through the passageway and 
around to the left. Throw it onto the, 
base in the alcove left of Colossus | 
(the big, statue). 


Jump over the pit and jump up the 
ledges in the alcove ahead. Go 
through the door. 


After you drop through the ceil- 
ing, look to your left to see the 
blue sphere. Go get it and take it 
down to the blue pedestal to the 
right of Colossus. 
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Back in the Hall of Doors, enter 
the Echoing Caves. Watch as a 
robo-pirate walks through the 

_ forested caves. 
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You're back in a 


time you'll take a 
different exit. 
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After Colossus comes to life, use 
the purple Lum above you to get 
back onto the ledges. Then go 
jump onto Colossus’s head. Ride 
him down to the end of the pas- 
sage and get ready to fight! 
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familiar area, but this m ) 


Say 


j 
f 
Í 
} 


> a 


DA 


Use the plum to travel down the 
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lava flow and jump onto the ledge 


at the end. Jump up to the door 
and go through. 


Jump and dodge the ninja hench- 
man and shoot at him when you 
get a chance. After he’s gone, run 
up the stairs again 


wr 
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From your hiding place, watch the 
robo-pirate walk down into the 
hole in the ground. 
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Investigate the buildings first 
and destroy the robo-pirate on 
guard there. 


į 


PRIMA’S OFFICIAL STRATEGY GUIDE 
sæ DC & NGS he 


DC&N64 


|The tunnel leading down to the 
o cave is still locked. Noti 


Walk up the steps. Throw your ’ 
ic the switch at pe: ~ 


Climb up the ledge and grab the 
five-pack i 


Swim through the cave 
underwate Tur 


Dive into the pool. 
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Look behind the big tree ahead to 


ee 
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The last Ichi is right around the 
corner. Throw your magic fist to acti 
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It may take some 
repeated trips through 
this area to get all the 
Lums ahead. Plus it can 
be tough to land at the 
other end. You’ve 
saved your progress 
here, so learn to live 
through the 

adventure by 


RAYMAN E YMAN ESCApE 


TH 


TERA 


Land in the mast section ahead by 


= Walk around behind 
the mast to get the 
yellow Lums from the 
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over to the pirate trampoline etme 
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Glide down to the powder keg 
below. Hold it to the nearby torch 

It can be easy to miss. 


Wisirpe 
to a 


Grab the yellow Lums along the 
way. A yellow Lum is on the right 
of the first pole that you encounter. 


% 


NOTE 


There is a lower ledge 
here that’s easier to 

get to, but this one is 

a natural stopping point 
if you're going to get all 
the yellow Lums. A 
You really want to t 
get here because 

you'll find an 
entrance that 

leads to the Fairy 
Glade where you 
found the one pirate 
cage you couldn't get to 

when you were in d 
that level. i p” 
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At the end of this corridor is a 
special exit that leads to the 
Fairy Glade. 


DC & N64 


y A m 


| 


Walk out onto the bridge and turn 
left to spot the plum. Throw your 
magic fist to knock the plum loose. 
Leap from the bridge and glide 
over to the plum. Throw your 
/ magic fist to float under the bridge 
and around the comer. 
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77 Blast the baby. caterpillars 
ae 


that attack you. 
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iry Glade! 
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Keep streaking forward and gather 
the yellow Lums along the way. 
Land on the ledge at the end of the 
line of yellow Lums. 
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Look through the gnarly bars ahead 
to spot the building that holds the 
pirate cage you couldn't get into the 
first time. Turn around and drop 
down the tunnel. 
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Leap up for the red Lum and hang 
onto the cobweb there. Climb 


along the cobweb and glide onto 
the platform below, 


green Lum 


nto the doorway and follow 


‘re finished, walk to the 
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Back in the Echoing Caves 


jig rock and leap to the 
th hon 
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the ledge across the room 
nd hop off the podir ke 
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he powder keg to the torch 


You're going to see more nets like this 

one. Learn how to climb them now. 

To move swiftly, use jumps mixed in 

with your movements. The jumps let 

the nets last a little longer and you definitely 
cover more ground. 
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Land on the ledge with the green 
Lum to save your place. Hurry 
along the ledges because they'll 
fall out from under you. Take the 
powder keg with you to the next 
ledge. Be sure to get the yellow 
Lums along the way. 


Hang onto the ledge when the ~Join the Teensie to open the warp gate 
powder keg blows and pull yourself to the Hall of Doors. Jump through. 
up. Walk around the ledge until you iy eae 

can see the pirate cage there. Throw 
your magic fist at it to break it and 
telease the Teensie inside. 


"H 


Meanwhile, back at the pirate Things get tense on this level Run to the left and get the yellow 
ship...Captain Razorbeard isn’t a immediately. Watch as the pirate Lum there. Follow the ledge around 
happy camper when he finds out ship blows the bridge away in the mountain but keep moving 


Rayman has gotten two of the masks. 


front of you. because the ledges fall away behind 
F you. If you stop on them, you're 
| going down too! 


an 


Crawl along the net and drop to the 


next ledge. Dodge the walking shell 
that comes at you. 


Jump up into the net around the 
next corner. 


„~ Continue around the ledge and leap 
> the gaps that the pirate ship blows 
out. Dodge another walking shell. 


Even when the pirate ship blows sections of the bridge out, you 


can still leap from them. Don’t give up. Attempt to leap toward 
your goal or activate your chopper ability and glide toward it. o 
ix \ a J 
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Throw your magic fist at the 
purple Lum and swing across to 
the green Lum. Glide down to the 
ledge below and keep running. 


The structure built into the wall 
looks stable, but it starts to fall as 
soon as you set foot on it. Run 
across it. 


Glide down to the next bridge. 
Run quickly because the robo- 
pirates will shoot the bridge out from 
beneath you. 
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Run to the net on the wall ahead. 
As soon as you start crawling on the 
net, it starts to fall. Get up high 
enough and glide over to the next 
ledge. Dodge another walking shell. f 


Keep running across the next bridge 
because it will break away as well. 
Leap out and glide to the next 
bridge. Don’t miss the green Lum 
hanging in the air. A pirate cage 
hangs above you. 


Run across the bridge and watch 
out for the walking shell. A purple 
Lum is ahead. Throw your magic fist 
at the purple Lum and swing across to 
the next bridge and the green Lum 
waiting there. 


Run around the corner quickly or 
the pirate ship will blow the 
ledges out from under you. Also, 
the one at the corner will drop 
away as you cross over it, so don’t 
hesitate. 


2/50 W 

9o76 ji} 
. 

ee ays ROVE Las 


fe 


You can’t get to the cage here, so 
continue running around the cor- 
ner. Leap up into the nets and 
climb along. 


Another pirate cage is around the 
next corner. Leap up and shoot the 
cage with your magic fist to break 
it. Keep running. 


Avoid the next walking shell by flipping over it, then leap out to seize the net on 


the 
bridge on the right. Don’t forget the yellow Lum here. 
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wall. The net starts falling almost immediately. Leap and glide out to the 
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At the end of the next bridge, leap 


Throw your magic fist at the red More bridges lie ahead, these 


out onto the net on the wall. Cross switch ahead to shut down the across water, Beware of walking : 
it and leap out onto the second electrified door. Then break open shells and cannonballs that knock the | 
net on the right. Cross and leap the pirate cage here and go bridge out from beneath you. When 


out onto the bridge ahead. through the door. - you see a cannonball hit the bridge, 
get ready to jump because that section 


is going to disappear. 


BE 
_ CAUTION 


œ~ The trampoline is on a timer. 
You only get three 
or four bounces before 
it disappears. 
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Follow the bridge up and around 
the building ahead. Even as you 
start to go up the bridge, the build- 
ing starts sinking into the water. 
Bounce on the trampoline ahead 
to get to the next level. 


Run around the building in the 
other direction. Grab onto the 

| overhead net to get across to the 
next section. 


r K 
Use the trampoline at the end of RR PUN 
the next net section to bounce up & y zá E 
Re i to the next level. a Up this section of the bridge, with 
Climb around the next net section ; 


cannonballs flying all around you, 
is another trampoline. Use it to ge 
up to the next level. 
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and get to the sinking bridge sec- | 
tion before it goes completely e y 
under. i 


ie ~ 


Jump fromthe j 
net out onto the | es 
next trampoline. 
Bounce up to the 
next level. 


Jump over the 
rolling powder 
kegs and keep 
going. Leap on 
top of the pow- 
der keg dispenser 
and glide onto 
the net behind it. 
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NOTE 


This is one of those 
really tough spots 


where you kind of 
have to depend on the 
repeat function of the 
game. It’s hard to 
get both pirate 
cages here without 
dying at least a 
Pull yourself up to the ledge oie few times. 
__ where the yellow Lums are and j 
keep going. 


Run around the corner to get a 
magic fist power-up and another 
pirate cage. A second pirate cage 
is behind the first one. Break 
them both. 


Use your magic fist to blast the robo- 


Jump up and go around the two if à 
‘ a pirate and the switch behind him. 


nets here. 


Leap out onto the ledges ahead 
and climb up. 


a a a a 


Climb the rope ladder the electrified 
gate was guarding to find another 
pirate cage. Break it open. Blast the 
switch to move the boom arm into 
position so you can go along it. 


Glide down to the bridge below 
and start running. 


Gather the yellow Lums along the 
boom arm. Run back to the other y mE E 
end of the boom arm to enter the E 

doorway on the ship there. | 


« TID 


| In this area, on the sections that 
| are struck by cannonballs and 
| drop away, simply try staying 
| close to the side of the mountain | 
| and running straight ahead. You'll | 


Keep running along the bridge and 


| 
be blown up into the air, but | cross the two other net areas as well. 
Follow the ledge along, dodging | most of the time youll stay | At the end of the third net, leap into 
the usual assortment of deadly moving and on track! | the hole in the side of the mountain. 
things, and jump up to grab the eee acme! 
100." overhead. primagames.com 
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Stay in the center of the nets as 
you crawl to the right. If you go 
up too high, you'll jump off and 
end up in the water. 


Drop down into the pit and spot Glide to get all the yellow Lums. 
all the Lums ahead. ; Dodge or use your magic fist to 
£ | knock out the flying explosives 
that attack you. Continue grab- 
bing Lums. 


It’s important that you get all 
the yellow Lums in this area. If 
you have to die and repeat the 
attempt a few times, do so. Of 
course, with the Hall of Doors, 
you have your choice whether 
to do it now or later. 


GOIdIO 


Keep grabbing Lums and land on 
the ledge below. 


Run along the ledge and leap out 
to get to the next one while the 
pirate ship fires at you. The second | 
bridge isn’t against the stone wall. | 
If you're not careful you'll miss it. | 
Run along and leap the blown sec- | \ 
tions of the bridge while avoiding | i 
walking shells. } A 
a Sent i 


=a 


ay 


Run forward and glide into the 
door in the mountainside ahead. 
Enter the door and go forward. 


Go through the door ahead. Now i 
this looks like a dangerous place! p A; 


Walk toward the red Lum and 
cross the huge dock. Blast the 
robo-pirate that confronts you. 
He’s the biggest and baddest 
you've ever faced. 


Stay down in the big area and keep Don’t enter this door immediately. 
moving. If you let this robo-pirate close Run to the left of it instead, 
enough to use his hook, he'll kill you around the corner to find the 

in one evil swipe. Stay away and ledge there. Run up the ramp to 
dance, firing every chance you get. enter a passageway. 


After you defeat him, the door he’s 
a e€s.com 


guarding opens. 


Inside the passageway, two five- | Enter the newly opened doors to 
~ packs of Lums hang over your i . a save the Teensie in the last cage 
head. Stand underneath them and b 3 eat : on this level. Walk into the room 
they will come down to you. -_ axe ee with him. 


The Teensie opens the warp gate 
to get you back to the Hall 


The robo-pirates on this level have However, they a look Zip through the trees ahead and 
real problems. fierce enough to take you easily! gather the yellow Lums along the 
E Hop on the chair behind the way. Use the D-pad to go round | 
robo-pirate to take off for the ri and round to collect the Lums i 
of your life! to avoid obstacles. -F 
a a a j 
sam mpr | ¥ a =d 
Just avoid those sudden, painful stops! locked doar ot in front of you Beware of the a sensors 
Sou approach waiting to ambush you ahead. You can 
Wee eet throw your magic fist at them. Keep 
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e, rn | : Walk down the ae re the 

sounds. Watch out for the barrel- barrel-shaped guard cam n. 
shaped guard lumbering your v Take the yellow Lum on the right. 
To put this guy away quickl Ahead, you can see barrels rolling 
_ stand by the wall and shoot your past the door. Go through the door. 
magic fist at the back wall and 

ricochet it.You won't even be 
‘ouched by his attack. 


Enter the doorway. Clim aa 
the right side of the uel w Avy z 


Climb the ledge at the top. he 
corridor around to the green at 
the entrance to a new room. Turn 

the right and pick up the powder 4 


< The barrels smash 
o the right, so go left. Ho 


GTXOM FHL 10 di 


eal 


Go get the red 
by the barrel-shaped gu 
right to spot the first pirate 
on this level. Break the pirate 
cage open and take the yellow 
_ Lums inside. 


F w z ie 
Carry the a to D 
rel-shaped guard in the room and 

s, es Í 
bss = 


ta é 


_ Keep the crates to your righ j! 
walk forward. Spot the yellow Lum f 
in the doorway on the right, bi i fe 


_ don't get it yet. Keep going for- 
ward and pull up onto the crate 
in front of you. 


heave it at him. In second 
just hoops and splinters. = 


L nd glide 
odie pit to 


- get the yellow 


right is anoth B Lum. Turn 
ue ale b around and Fi 
ting it because it j lea badk ove 
hangs over a pit that ihe pit 
leads to certain death. : 
primagames.com 
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If you’re stuck in this area 
because you've been trying 
to make the platform work for 


you, now you know why. If 

you've been up to the warp 
f gate later in this level, 

here’s the secret to that 

too! Man, the things you 

miss when you choose 

the obvious route! 


The room at the end of this short 
corridor has a platform that flips 
over. The platform floats under a yel- 
low Lum. Unfortunately, the platform 
then turns over and becomes deadly. 
But there is a ledge on the left on the 
back wall. 


$ 
Walk forward until you 
door on the left. 


The floating platform is 


trap. Simply jump up vt 
the cobweb on the ceiling above. 
Turn right and spot the path. 
Climb over there. 


Go back and get a powder keg. 
Bring it back to the platform and 


ats ~ walk on. 
Follow the hallway. The door atthe ae, ee 
end of this corridor has a wooden 4 s > E 
~ plank bandage over it. Your magic ee é A ; 

? 


fist won't work against it. 


At the other end of the ri 
off down the path you found with 

the cobweb. Throw the powder keg 
at the door. Go through the door. 


Use the cobweb to get back to the 

big room. Keep going until you get 
back to the room with the yellow {& 
Lum that you passed up earlier. 


Another yellow Lum, a magic fi 

power-up, and a Teensie are in this 

room. Jump down and get them. The 
Teensie immediately disappears. 


Climb back up the crates where the 
Teensie went out. 


4 : ag =, Follow the corridor at the top of your — 
ue ue ad E "i 2 climb. Another trestle 
104. ores primagames.com beats a path through the hal 
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This time when the 


en the barrel-shap 
~ to the left, cut around the cc 
| the right and get the two yel 
__Lums there. Go hide back in the across the floor in this room. Follo 

hallway. the red carpet to the steps. 


ie E A gti ae | ay ae 
í tl d Attack the barrel end { J ; The second cage wel i À ( 
; ur with your ricochet attack. Once the ahead and on the right. it 
barrel-shaped friend is the key t guard is down, get the red Lums left open with your magic fist and get - 
getting this opened. i behind. Another yellow Lum is at the the yellow Lums inside. : 


end of the short corridor at the foot 
of the red carpet. 


a gma) a gaia 


Climb up the short crate inthis a Turn around until you spot the _ Turn around and spot the 
rae yellow Lum on top of the crates. Lum in the opposite corn 
Leap across to get the yello Lum crates. Go get it. Use the sl 


on the crates. 5 crate at the enc 


Walk up to the closed doors and 
they'll open. Follow tl rridor to 
get to the warp gate. the 
Teensie activates the warp gate for 
) you, jump in to get to the Hall of 

| Doors. Enter the Sanctuary of Rock 
and Stone. 
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Walk-of-Powe 


When you arrive from the warp Race alongside Ly to get the 
gate, turn left to find the fairy Ly yellow Lums in the cavern. 

waiting for another race. Enter the 
ring of rocks and get ready. 


Keep following Ly across the 
streams. 


Jump off the lily pad to the right 
and follow Ly. 


Leap onto the lily pads going by in 
the stream ahead. Don’t go into 
the water. 


=- | Glide to the right to reach the first 
time extension. Keep running and 
grabbing the yellow Lums. Head 


up the incline after Ly. Remember, you can 


go through this level 
several times if necessary 
to get all the Lums. It’s 
important that you beat 
the timed race. Once 
you start learning 

the course, stay 

ahead of Ly if you 


Leap across the lily pads out in the can and let her 


big pond. Keep Ly in your sights. catch up when 
you reach areas 
you don’t know. 
During the course that 
i you know, you'll find 
á Head immediately for the lily Ba 4 short cuts. Remember, 
pad with the time extension TA use the glide 
on it. Turn and jump from we 3 oe maneuver sparingly 
pad to lily pad to keep fol- \ BS to save time. 
lowing Ly. A 


ump across the three chasms 
ahead and keep going. 


primagames. 


NOTE 


Remember, getting 


all 50 yellow Lums 
on this level is 
important. Without 
them you won't be 
able to finish 

the game. 


The last lily pad lets you out onto a 
narrow spit of land. There are only 
two more small jumps between 
you and the winner’s spot. The first 
comes at the end of this spit of 
land. And the second is the short 
ledge right in front of the magic 
~ stone where Ly is. Ly decides to 
reward you with more power. You 
get a stronger magic fist. 


Then a Teensie arrives to take you 
back to the Hall of Doors. The 
Teensie does his dance and you 
warp out of there. Enter the 
Sanctuary of Rock and Stone. 


ý 


] {Ye— 


Yo 
| 


Juffip and glide onto the barrel 
floating beside the net. Float along 
but beware of the ghosts that come 
up from the water. Blast them with 
your magic fist. 


Léap out onto ae net R 
bridge. Leap over to the next sec- tight before you. When the big m ee DC. & Noa | 
tion of bridge and keep going. robo-pirate shows up, put those | 
new magic fists of yours to work. Í a A | 


S time walk forward along fe 


CR DCE NGS 


| 
© Leap out onto the ledge to the right 
| when the barrel slows down. Jump 

I} quickly because it’s going to sink. > 
Grab the green Lum there to save a 
your place. Tee ae 


Walk up the ledge and spot the 

exploding barrels rolling down the 

bridge ahead. Leap over them and 
primagames.com go up the bridge. 107 
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\ aes 


Leap through the window with 
the green Lum. The water below 
looks really dangerous. 


When you reach the hatch that’s 
rolling the barrels out, leap to the 
left and get on the ledge there. 


y7 mar m< DEE NGA 


Take the left fork this time. Follow the 
bouncing eye ball! Hit it with your 
magic fist to get it out of the way. 


(Ra tee DC & N64 


Go to the right fork of the tree first 
to get the red Lum there. Watch 
out for the leaping piranha. 


turtle shell. Stay there for a moment. 


memm DC & NGA 


| 


Swing across the broken section of 
bridge on the purple Lum. 


Gather the green Lum along the 
way as you head for the temple. 


primagames.com 
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F amme DCZ NGA i 


oa. Glide along the turtle shells, then 
f out onto the broken bridge. Jump 
Turn left and glide onto the down to the next section of bridge. 


tae, DCE N64 j 
wa Gime 4 


Glide down to the tree lying in the 
water. Watch out for the huge 
creature that’s got its eye on you! 


a 2w m 


d 


Follow the path of the next eye- 
ball. Keep gliding around on the 
tree roots. 


y mmm DC N64 


K 


Turn around and look up to spot ‘ P 
the first pirate cage on this level. 
Break it with your magic fist and 


free the purple Lum inside. 


y map m DCENGS 


¥ 


 ) 
Turn left and look up to spot the 
magic fist power-up there. Glide 
over to the stone by the power-up. 
Jump up and take it. 
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N64 & DC only: Glide to the main Inside the room is a festival of Go through the door in the back. 
temple stone path. Look out for bouncing eyeballs. Throw your Follow the corridor. 
the robo-pirate who attacks imme- magic fist to burst all the eyeballs P a DC &N64 
diately. All Platforms: Your pow- and clear the way. These bloodshot We e e | 
ered fists make short work of this eyeballs are actually camouflage for f T : eon 
robo-pirate. But notice the bounc- the yellow Lums behind them. Blast Wes: ; 
ing eyeball next to him. the eyeballs to reveal the hidden | 
prizes and gather them up. j 
DCX N64 j 
H me) aa er DC & N64 1 
| a 
Í 5 ie Climb up onto the bridge where the 
f § ; e pirate cage is.Jump over the side of 
ee N 4? N the bridge and use your chopper abil- 
ya u _ ity. Blast the pirate cage with your 
yeti magic fist on the way down. Grab the 
Spot this level’s second pirate cage oe f ; five-pack of Lums as you go. 
up by all the caterpillars. Use your magic fist to blast all the — É 
caterpillars. Get the green Lum here Ẹ 
Ms DC &N64 as well. You can’t get the pirate cage 


| yet. Go up the ramp in the back 
right corner. 


Climb the wall where the yellow 
Lums are and take them. 


Climb up to the bridge again and go 4 
through the door at the other end. = y 


e Blast all the caterpillars in the next 
= | room to clear them out of the way. LE 
Leap to the ledge to the right. / : 


=g 


oy i 
oe 5 we 
Š x À 


Watch out for the tentacles stick- 


` i. : { i \ ing out of the wall around the cor- 
Drop to the ledge below and fol- T ner. Hit the tentacle with your 
low the corridor ahead magic fist to make it pull back into 


primagames.com the wall. 
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Run forward and around the corner to Don’t go forward yet. Turn around Jump up and break the pirate cage 


find another one. Throw your magic and spot the pirate cage behind with your magic fist. The freed yel- 
fist at it too, then glide over the gap. you in the nook of the stone wall. low Lums won't come to you, and 
you can’t jump back across this 
gap. For now leave them there. 


ea, 


Keep following the passageway. 
Around the next corner is a pit with a 
blue flower in it. Hit the tentacle with 
your magic fist to make it go away. 


Enter the room and take all the 
Lums against the wall and on both 
sides of the steps. 


Leap onto the blue flower to get it 
moving. Use your magic fist to stun the 
tentacles before they can reach you. 
Grab the ele ie as oe go by. 


ae 


The flower takes you down into the — 


Float back into the room with the eee 
gaping pit in the center of the room. | 


stained glass window. 


n ai 


If you don’t blast this 


L pe 
PE: eg E 


' After a long descent, you 
arrive in a cave with an 


NG |? impressive door. Blast the _ -underground door open with 
oN door open with your magic {| your magic fist before you į 
p A $ gN p fi 7| P 
os ‘ fist before it can kill you. ya ateach it, you'll die! 
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Ahead is another chamber. Watch ___ Jump up and glide to the new While this flower burns, leap A 4 
out for the flamethrower on the flower ahead. Grab the next yel- and glide to the next. Start blast- \ 2 4 
right. The flamethrower torches | __ low Lum even as your flower is ing the door ahead so you can p 
your pretty blue flower out from ~ set on fire. get through. $ ? 


under you. Leap to the ledge 
where the green Lum is to save 
your progress. 


enm 


be ‘> 
a ries 


When the flower fades beneath you, Enter the door behind you and 
use your chopper ability to glide take a look around. 

down and grab the yellow Lums 
below. Land on the ledge. 


Float into the open chamber behind 
the broken door. Stun the tentacles 
that stick through the sides of the 
wall. Grab the yellow Lums. 


Glide over to the green ledge 
where the yellow Lum is. 


Glide from platform to platform across 
the lava. Keep moving because they i 
sink after only a short while! Ahead 
and to the left against the wall you'll 

| find another pirate cage. You'll have to 
break it by throwing your magic fist 
while crossing the platforms in the 
lava. Throw and glide in one move, 
then repeat. 


Time the flamethrower, then glide 
over to the other green ledge to get 
the yellow Lums freed from the 

pirate cage. Notice the tentacles that 
suddenly break through the wall 
behind you. Throw your magic fist to 
stun the tentacles, then glide over to 
the ledge and run. 
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Run and glide over to the ledge exten- 


At the other end of the ledge, you 
sion and keep moving for the door. 


can see a door in the wall. To the left 
of the door is a switch. Throw your 
magic fist to hit the switch. A plat- 
form extends making the distance 
something you can make. But it’s on 
-a timer so you'll have to hurry. 


Glide over to the yellow Lum on 
‘ ; the turning platform. Once you're 
Forget about the turning platform in on the turning platform, run away po 


the middle of everything for a from the lava flow and wait until it 
moment. Turn left and follow the stops briefly. w 


ledge there. Leap up onto the green 
ledge where the yellow Lum is. 


The next area you enter is even 


more dangerous. Vi . 
*® 


Climb the wall to get the yellow 
Lums at the top. Continue climb- 


Glide to the green ledge behind 
ing to the left on the wall. 


the turning platform. 


Drop down onto the green ledge and 
turn around to spot the pirate cage on 
the wall across the room. Break the 
cage with your magic fist and wait on switch, and the green Lum on the ledge. Glide down to the upper arm of the 
the ledge until the Lums come to you. turning platform, then wait until you're 


Turn left to spot the door, the timed 


primagames.com under the ledge to jump up and grab it. 


Hit the timer beside the door with 
your magic fist. Grab the yellow 
Lum and race through the door 
before it can close. 


Pull up onto the smaller platforms 
above the turning one. 


DC& N64 


On the ledge ahead, a tentacle 


Take the green Lum inside the next 


room. Turn right and follow the rips up through the ground. Throw the magic fist at the tentacle and 
corridor. Blast the baby caterpillars Notice the switch on the wall to 7 aR 
ğ E a atecen on: theviaht glide across. Now throw the magic fist at 


the timed switch until the door opens all 
the way. You hit it once and it only 
opens a little. You can’t get through then. 


Y 

When the door is open all the Bs, 

way, glide across and go through. bk KSG E 

: On the ledge behind the door, look 

down and to the left to spot another 

pirate cage. Walk around the railing in 
front of you and turn at the corner. 

“ Throw the magic fist from here to 

? 4 explode the cage. Wait for the yellow 

An Lums to come up to you. 


pon TE 


down. As soon as you start down, | Turn left and spot the two yellow w 
a massive section of the wall push- f Lums above a column. Leap out 


es out, blocking your way. and glide down to grab the Lums, 
then land on the column. © 


Turn right and follow the ramp 
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When you land on the column, turn Back at the wall section, stand around Around the corner are a green 
left and leap onto the wall. Climb for a moment to discover that it’s actu- Lum and more moving walls. 
the wall to safety. ally timed. It goes in and out. Wait : 


until it’s on its way back into the wall, 
then leap over and run. Hop on the 
~ column in the lava and keep going. 


OR Tee DC &N64 


DCYNGS 


i 


Hitting the timer switch moves the E 


Time the walls so they're staggered. massive block on the left. 


They don’t move at the same speed. 


When the one on the right is pulling Leap onto the columns sticking up - i 
back, the one on the left should just be from the lava. Throw your magic DAE Eee DC N64 Í | 
finishing going forward, ready to go fist at the switch on the wall while I 


you're leaping through them. 


back. Run and leap through them 
DCe N64 


Don’t walk up the steps yet. Walk over to 
the columns to the left and the right and 
look behind them to find the final two yel 
low Lums to complete your collection on 
this level. 


Run past the massive stone block At the end of this corridor is the 
and through the open door. last pirate cage and the warp gate. 


: Jump into the warp 
Throw the magic fist at _and go to the Hall of 
the warp gate to bounce Doors. Go to the 


it up into the pirate 7 entrance to Beneath 
cage and break it, the Sanctuary of Rock 


and Stone. 


E 
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Beneath the Sancwary OF 


After another brief meeting with the 
Teensie Council, you find yourself in 
yet another world. Walk over to the 
magic stone to find the words of wis- 
dom there. Throw your magic fist at 
the caterpillar until it’s gone. 


e nmm 


Fly through the door and follow 
the tunnel ahead. Turn left and fly 
to the ledge. Stop flying and walk 
around. Follow the corridor but 
watch out for the spikes that 
shoot out. 


Blast the baby caterpillars in the 
cobwebs inside the hole in the 
ceiling, but don’t drop to the 


thorny ground. Follow the pas- 
sageway. 


DC & N64 


Use your new super chopper to fly out 


to the ledge where the five red Lums 
are hovering. Land on the ledge. 


-A DC& N64 


Find a pirate cage at the end of the 
ledge. Use your magic fist to break 
it open. Stay there and let the yel- 
low Lums come to you. 


PAvoid the green tentacle and keep 
flying. Land on the green ledge 
and walk out to get the green 
Lum to save your place. 


primagames.com 


Fly off the ledge and across the 
lava pit. Alternate flying with 
throwing your magic fist to break 
the door under the ledge. 


oa DCE N64 


ae 
Walk back around the ledge and 
fly out into the big room you 
arrived in again. This time fly up 
into the hole in the ceiling. 


Fly out into the airstream generated 
by the fan and glide through the 
door beside the flamethrower when 
the way is clear. There's plenty. of 
room to fly over the flames. Grab the 
Lum as you go through. 


f 
J/N 


A u wh T D a 


2) 


p- 
i 


yl 

Dy 
Glide through the passage and through 
the next tunnel. Keep going into the 
next cavern with the lava fall. Blast the 
baby caterpillars that come at you. 


ai 


e nm 


yg 

ge 
Around the corner to the left after fly- 
ing through the next opening, watch 
out for the tentacles that explode from 
the wall. Grab the green Lum to save 
your place. 


Blast the next door open with your 
magic fist and go through. Dodge 
through the lava in the next cham- 
ber, then take the yellow Lums 
from the platforms. If you want to 
rest for a minute, stop on one of 
the platforms. 


x 


a, 


Go to the doorway 
to get the green 
Lum. Turn around 
and get a better 
look at the pirate 
cage behind you. 
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Land on the ledge where the green 
Lum is to save your place. 


NG 


re 
ee = 


Throw your magic fist at the next 
door to blow it open. Fly through. 


Fly to the ledge to the left. Gather 
the Lums along the way. 


| walk back up 


a 


S come to you. 
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pee 2 

Use your magic 

4 fist to break the 
pirate cage, then 
the path and fly 


down so the yel- 
/ low Lums will 


os 
zee 


In the next room, fly under the 
thorny tentacles and time the 
| flamethrowers so you don’t get 
burned as you pass through. It’s real- 
| ly easier than it looks and the major 
| threat is from the thorns. 


Weave around the lava falls in the 
| next room. 


Look under the path where it goes 
over the lava to spot a pirate cage 
there. 


E 
t 


are 
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Fly back into the room and get the 
yellow Lum floating high in the air. 


E 


tite in front of you. Throw the fly behind the green stalactite to get 
Land on the ground and blast all the magic fist so that it bounces onto the five-pack of yellow Lums hiding 
baby caterpillars that come at you. the door below and breaks it open. there. Then fly through the door. 


NOTE 


If you die and have to start 
over in front of the fan (and 
you've already gotten the yellow 
Lum on the right of the lava fall), 
there’s an easier route through the 
falls. Float between the first 

3 and second lava spill of the E 
first three, Stay to the left = 
and drop altitude to float 


On the next ledge, leap up and fly between the next lava y. the yellow Lum ahead and 
along the airstream created by the fan fall and the wall, Float up follow the corridor down. 
behind you. Weave through the lava against the ceiling and weave 

spills ahead and grab the yellow Lums back and forth between the next 


217359 © 


along the way. At the three lava falls, lava spills until you reach the end. f on | 
swing to the right to grab the yellow 
Lum there. 


CAUTION . 


If you hit the ceiling 
while you’re flying, 
you'll be bounced off. 
Alotof times you'll end 
up in the lava below. Pull 
the control stick back to 

Slow-your progress. < 


After you get the green Lum and Ss 


go through the low opening, grab 
the yellow Lum over the first then 
the second bridges, and cut hard 


From the green Lum, you have to drop 
a lot of altitude, barely skimming above 
the surface of the lava, to get through 
the next opening. Get the yellow Lum 
under the overhang ahead. 


Float along the next passage. Be 


alert for Lums. DC & N64 


This secret entrance can be really 
tricky to find. After you do the low 
dive to get under the first bridge after 
getting the green Lum, the secret 


a 
=} 


left over the third bridge structure to 
find a secret room along this 
passageway. It’s marked by a 

golden light that stands out 

against the red lava. 


bridges down. You have to start 
maneuvering early to get on the 
ledge there, and it may take 

a number of attempts to get it 


G 

a 
Two pirate cages hang from the 
ceiling ahead. Use your chopper 
ability to fly up and smash the two 
pirate cages. Fly over and collect 
primagames.com the two five-packs of Lums. 


Fly up in front of the green stalac- Before you go through the open door, 


he 
$ 
y 


RAYMAN 4 


THE GREATES Ape 


DCENGA , SRE DC & N64 i CE 


i ag G tia tz 
Go back to the entrance and fly Be sure to grab the five-pack of Lums When the door ahead of you 
out into the passage. near the tentacles ahead. Throw your opens automatically, it’s a relief! 


z: magic fist to stun the tentacles and get g 
them out of the way. ei an 
\ S 
AR 
ag” ee a 


se ie 
You're looking around, excited, i Not only can you not fly anymore, 
not believing you actually made =" but Foutch the Guardian is hot on 

it. Then the guardian behind you your trail. Dodge the fiery blasts 

rises up and totally ruins the Foutch sends your way. 

whole mood. 


The guardian knocks you into a pit. 


> 


e f CAUTION 


ah a Avoid the fire columns ^ 
| Ce ; f Foutch throws at any cost. i 
$ an They swirl you up and kill 
ins you almost immediately. _— 
4, ! Time the fire waves he Pa 
D. throws at youto. time your _ 
pag jumps over gaps. They go 
Ge. 4 together really well if you 
: don‘t jump too early. It’s like 
Then start running. Run along the 5, hi $ 
: : they’re_on.a timer and signal 
ledges. Jump over the fire waves Ween Fe supposed to 
he throws out, then dodge the fire Seny PP 


If you catch Foutch under the sta- 
lactite when you cause it to drop, 
it will drop on his head. Don’t 

stick around to admire your hand- 


columns. Bounce on the next cob- fon p tive gap. iwork; keep moving! 
web and blast the stalactite with ay 
your magic fist. as 
pn amii i A “Turn around at the RE 
| ggi After you hit j next overhead 
Foutch the third bridae toc aoa fo) 


time, he blows purple Lum: 


apartangat swirl Throw your magic ; % 
of dust. Follow ‘ 


o fist at the purple 
MNS Ses Lum, then swing 


ahead of you. up to the bridge. TSE s 


e z primagames.com 
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S A- 
ae 
Se 
Walk through the doorway ahead. 
Follow the hint marker down into 
the crevice. 


Razorbeard is clearly not happy 
hearing about Rayman’s successes. 


NOTE 


Clark was captured 
here before being 
brought to Emission 


Q7 
OY 


Control. 


y 
© 


& K 
Go through the door ahead, then 
up the temple steps. 


D To O 
Mo-o GANE 


A DC & N64 


l i 
FM 


20 o 
> you're about to upset the old 
robo-pirate even more. Take a look 
at the new world you're in. The 
door here looks awfully interest- 
ing. However, you can’t get in 
there yet. 


a DCZ N64 


Leap and glide to the ledge in 
the lava. 
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k 
Take the third mask and get £ 
whisked away. l i 


After you give the third mask to 
Polokus, he sends you on your way. 


AJ 


Turn around and go down the 

steps. The next gate has a green 4 

Lum behind it. There’s also a note > 

on the wall here. d 


sa DCXN64 >, f 
4 
| ste | f 


Walk over to the pirate cage. Spot 
the switch on the wall to the right 
of the door. Throw your magic fist 
to break the cage open, then use it 
to operate the switch on the wall. 
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gives you enough room to outma- 
-neuver the robo-pirate. 


You could have some difficulty with the spider if you 
hesitate and don’t move quickly. It will attack and 
knock you from its web. You can glide back to the 
roof-top of the house where the skeletal arm reaches for 
you and use it to try again. You might think you can stay 
on this little building and blast the spider, but that’s 

not a good plan. The spider has no problem at all 

with jumping onto the little building with you. The 

best advice here is to hurry along the bridge, leap 

up into the cobweb, and start crawling as soon 

as you can. 


the ae water another : back down to the platform — 
platform rises. rT where the robo-pirate sh 


: Dodge the piranha and walk 
to the doorway ahe: : 


reaches for you. Be aware of 
noxious skull-faced 


mMmagames.com 
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on looks out over 


you were in. 


The three platforms 

you raised by flipping the 
three switches sit in the 
water before you. If you 
hadn’t found the 
switches, you’d never 

be able to cross 

this water. 


primagames.com 
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your | 


Enter the doorway on the left to 
ified fence. Spot the 
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up, jump under it to the next platform. 


Aa E 


This doorway leads to the floating barrel 
section with all the electrified fences later. If 
you've already gotten the cages and Lums in 
the area through the tunnel, this doorway can 
give you a shortcut. Or if you want to end this 
level in a hurry just to get a look at the next | 
one, you can go through the doorway. 
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Once the robo-pirate is gone, 
turn right and walk out onto the 
short dock. Look up to spot the 
cage hanging against the back 
* of the le 


Lum inside. 


% Guide the powder keg into the tun- 
-nel built high into the wall above 
the boat dock on the next side. 


Drop off onto the first bridge near the 
ceiling. Get all the red Lums here but 
~ move quickly because they're ona f 
timer. Tün right and climb along the 
cobweb to the next bridge. A powder 

___ keg is waiting on you 


Look left to spot 
the pirate cage 
hanging under the 
dock.Grab the 
green Lum here 

v but ignore the 
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Break the cage open with your 
magic fist and grab the purple 


Walk back along the shaft and drop 
through the hole in the floor. On the 
next boat dock you drop to, get the 

green Lum to save your place. 


-Fly across to the docks on the 
other side of the room. 


~ come to you. N64 & 


_DCYNGA | 


Swing back to the dock with the 
7 powder keg and glide down to a safe 

_ landing. Grab the powder keg there 
F and step up to the torch again. 


es 


Take the red Lum and walk around 
the corner to find another powder 
keg and torch. From there, guide the 
powder keg up toward the bridges 
~_ near the ceiling by weaving around 
the et 


Grab the powder keg and go ignite 
it at the torch. 


All Platforms: Walk 
down the other end 
of the dock by the 
cage and throw your 
magic fist into the 
cage until it breaks. 
Wait until the 10 yel- 
low Lums in the cage 


DC only: Returnto | 
the hole in the dock.» 
Blast the robo-pirate 


who suddenly all in 


rim Peace con 


PE 
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‘om the water, Then jump up and di y z - E : i : 


et the green Lum on the 
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DC & N64 
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Throw your magic fist at the small When you land, turn left to spot = The problem with this door is that 
gear in the middle on the back the door on the ledge. Don’t 2 it’s guarded by electricity. Go back 
wall to open the gate. Drop immediately jump for the barrel in o the barrel and jump on it. 


through the hole. = front of you. 
EL ae 


Leap from the first barrel to the second one 
you spot in the water avoiding the cannon- 
balls whizzing around you. The red Lums 
actually work as timers, letting you know 
-when it’s time to jump back to the other 
barrel. After you get the red Lum, change 
barrels again. 


Throw your magic fist at the timed 
switch on the left wall to avoid being 
electrified. Grab the yellow Lums along 
the way and hit the next timed switch to 
turn off the electricity. Do the same with 
the third switch as well. 


SINGIONV FHL di 


cl 


Ride the barrel back to the dock 
and get the green Lum there. 


Climb the net: : 
gt 


Lee 


At this point, you're behind the robo- Move and dodge, and keep pound- 

-pirate who was firing at you. Watch as ing the robo-pirate with your magic 
the opening you crawled up suddenly fist. Use the powder keg against the f 
becomes electrified and the robo-pirate back wall if you need it 


runs down the stairs. Make sure you get 
the Lum near the opening. 


E Pp 
. Go get the powder keg in the ' : 


= corner of the lower room and o 
bring it up the stairs to the door 


Look up to spot the purple Lum with the wooden plank bandage 
and the rope ladder leading up to on it, Blow the door open with if 
the ceiling. Go up the ladder and 7 the powder keg to reveal the 
to the left to get the purple Lum. Pirate cage. Get the two five- _ 
packs of yellow Lums inside. BY Soca nery <A oe 
i peee iii y UTY A 
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the laser beam will trip him. 
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After a brief conversation with the Once you enter the door at the Shoot your magic fist out and grab 


Teensie Council, you're pushed | end of the bridge, you won’t be the first purple Lum on the right. 

out into the rain. A long bridge coming back this way unless you 

stretches out over dark waters, and die. Return to the end of the 3 é 
_ a forbidding structure lies at the bridge by the warp gate. s DCE NGA. 


other end. : z FDCY N64 


Glide to the bridge and enter the 
tunnel at the end of the bridge. 
The tunnel twists up again only a 
little farther on. 


| Two yellow Lums remain in the sky, 
= with no other purple Lum in sight. 
Turn until you face the nearest pur- | Swing out toward the yellow Lums, 
ple Lum. Throw your magic fist at | 

the purple Lum and swing over to 
get that yellow Lum. Swing over to 
the third purple Lum and get the 
two yellow Lums around it. 


DC & N64 a Swing out on the purple Lum and take 
acne Fa closer look at the turning wheel in 
| the center of the room. Those red 
beams are lasers and they'll burn you 
to a crisp. You'll have to jump over 
them to collect the Lums and to acti- 
vate the two switches on the walls. 
Glide to the left side of the wheel. You 
can’t make it over the laser beam. 


ia 


i Climb the net covering the back 
of the tunnel. 


primagames.com 
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Work your way around the turning Throw your magic fist at the two 


wheel to get the Lums, but watch out switches to flip them down. Then 
for the laser beam! If you stand still, drop into the open center of the 
the wheel will take you through the E ee DC&N64 turning wheel after the electrical 


Lums, but it will also take you into the 
laser beam. 


pms m DC N64 


barrier disappears. 


When the robo-pirate jumps up 
from the ground, throw your magic | 
f fist at him and keep dodging until 
Grab the green Lum ahead to save he goes to pieces. 
your progress, then drop into the 

shaft a little farther on. Once you're 

on the ground, follow the trail in 


front of you. 7 
DCE N64 d 


Just after you top the next hill, a sec- 
ond robo-pirate, more powerful than 
the first, attacks you. Walk down the 
- bridge to the building where a magic 
fist power-up sits. Take the red Lums 
from the robo-pirate along the way. 


DC & N64 


-= Robo-pirates are everywhere in 
this next area. Keep moving and 
throwing your magic fist until 
they’re all beaten. 


_ Glide to the next section of the 
bridge and head toward the door 
at the end. Then enter the tunnel 
and follow it to a green Lum and a 
bridge. 


Stand on the small crate by the 
stacked ones and look up to spot 

the pirate cage hanging under the 
TE, DC & N64 : es bridge. Climb the stacked crates. 
Get the yellow Lum at the top. 
Turn left and glide to the ledge of 
the building. 


Leap up on the ledge to throw your magic 
fist and hit the pirate crate. Climb the 
stacked crates and get the yellow Lums, 
then glide back to the ledge. 


primagames.co 


Follow the corridor until you reach 
the next area and throw your magic 
| fist into the robo-pirate standing 
guard. Climb the net ladder on the 
wall and walk out onto the dam. 


DC& N64 y 


Back on the ledge, throw your magic 
fist at the switch to activate it. Enter 
the door to the right of the switch. 


Glide from the dam to the plat- 
forms hanging over the river. Throw 


Glide down the next platforms and 
work your way around the canyon. 


SNIVLNAOW NOANEHEE 


your magic fist at the robo-pirate A pirate cage hangs under the plat- 
on the platform hanging from the form the robo-pirate was on. Glide 
left side of the canyon. down to the next platform against 


memea DC & NGA 


i ge ST pat the right side of the wall. Jump up 
ae: DCE&ENG4 and throw your magic fist at the 
g í pirate cage to break it. Wait for the 
yellow Lums to come to you. 


NOTE 


You have to doa 
running jump from this 
| last platform, then wait 
ayi T} until you sail out for a 


| 


siti 


Don’t throw your magic fist at the 
big-footed monster. You can’t hurt 
it. Race for the crate below the 

opening in the wall straight ahead. 


Leap from the last platform in the river 
and land in the hot air balloon’s basket. 
Float through the skies with the greatest 


i of ease. Until you jump out. 
. maps DCE/NGA 


Wait until the monster causes the 
crate to bounce up, then leap off the 


Leap up onto the crate. Even on the crate, _ crate for the opening ahead of you. 
you can’t reach the opening in the wall. 
You need just another couple of inches. primagames.com 131 
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Back at the fork, run toward the 

robo-pirate, then cut to the right s 
d glide to th t bridge. F 

an sli Fe e next bridge y" 


DC&NG4 


At the bottom of the ramp, a huge 
room awaits. From the fork in the 
bridge, you'll be able to see the 
final pirate cage on this level 

hanging at the end of the over- 

head bridge. Take the left fork and 
_ read the sign on the wall. 


. DCE N64 


rapa 
Walk to the end of the bridge and 
break the last pirate cage on this 
level. Take the five-pack of yellow 
Lums that floats free. 


Turn to the right to take the steps 
down and leap onto the bouncing 
crate—it'll carry you up to the tunnel 
in the wall. Glide into the tunnel in 
-| the wall and follow it down. 


There’s a bouncing crate to your 
left, but for now turn right and go 
up the steps. Go up the next set of 
steps to the right as well. 


DC&YNG4 ; 


-DCEN64 


ey 


t 


Go left, following the path marked 
by the arrows on the barrels. d 


Ride the walking shell along the 
| path. Ignore the left turn and keep 
After you get the green Lum, a walk: going straight. Ride up that pole 

ing shell waits at the bottom of the | and you'll find an arrow pointing 
ramp. the way. 


ae » i On the other side 


ish of the grate, turn 
ong tun te right again and 
and race across 


k ing. 
the grate. SER 


Follow the arrows on the wall to 
-< make a complete U-turn. 


primagames. 
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Turn right again and race down 
the ramp. 


Once you're inside the open area, 

turn right and get up on the wall in 

front of you to run around and 
activate the switches. 


Duck under the bridge. 


DOYN64> 


W Te 


Go up on the wall on the opposite 
side to get the switch there. Also, 
don’t go head-on against the back 
wall. Get down in the grass then 
go up on that second wall. 


gui i Turn right toward the big-footed 
S z monster. Chase him and he'll reveal 
Swing back around and go through the yellow Lums under the 

the opened doors. Stonehenge structure by knocking 
the stones over. 


Line back up with the building on 
your left and streak across the land. | 


There’s another building ahead in 
_ All four Stonehenge pieces have the distance. 
yellow Lums under them. Circle 

around the big-footed monster and 
chase him into the stones to get all 


of them. 


DC &N64 > 


_ Race across the new area. Now p Line up with the crate out in the mid- 
that’s a disgusting look with all the dle of the water and glide out to it. 
toxic water out there. However, the | 

plums that bounce by look inviting. 


Ride the walking shell across the 
bridge and jump off. Walk into the 
caverns. 


è 
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mco, D SY 
; ol Your original assumption > 


in this place is that you 
need the plum to get 
through the water. Notice 
that every time a plum 
touches the water it 
disintegrates. Not a 

good sign, and the 
proof’s in the (plum) 
pudding. 


back over the next ledge 
before it can boun 


Swing up on top of the 
ing from the tower. 


Look up to spot the five-pack of yel- 
low Lums hiding by the door. Throw i 
the plum straight up Mes ing the big tower. Look up to s 

purple Lum there. Jump 


Glide down to get the e 
Lum. Land on the pipe below 


Leap on top of the tower to find 
another five-pack of vel Le 
on the other side. ; 


Leap the gap and enter 
door ahead. Walk to the 


oe 


oo S asta 


Turn around and glide for the ship. Turn and glide to the brids 


Land on the ship’s deck. 
A 


J 
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Turn right and walk along this 
bridge. Jump over the gap and 
keep going. 


Grab the green Lum ahead and Keep leaping and running along the 
look at all the trouble you're about bridge. After finding out Globox is 
to head into. imprisoned in the pirate ship and the 
: babies have been taken to the mines, 
Rayman confiscates a nearby pirate 
ship and sets out to save them. 


DC&NG64 > 


The rescue at the South Mine goes 
off without a hitch. 


Get underway again. Fire at the 
bridge ahead to break it down. Use 
your magic fist as usual to fire pink 
blasts from the top of the mast. 
When you come to the fork, go to 
the leit side and dodge the poles. 


DC ENG 


Then dock at the North Mine on 
the left. 


Dock at the West Mine on the left 
to complete another rescue. 


Blast through the next barrier. 


Sail to the second right of the 
next tower. Don’t take the first 
canyon to the right; it has to be 
the second or you'll crack up and 
die. 


This canyon is really narrow, so 
sail carefully. A short distance far- 
-ther you'll find the West Mine 

_ again. You're now going back the 
way you came. 


You'll pass the North Mine on the 
primagames.com left next. 
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Take the next left when you spot 

the familiar tower ahead. It’s at the 

fork where you took the left the 

first time. Now you're coming out 
~ of the right fork. 


r DC & N64 


One of the babies has even 
brought the fourth mask of 
Polokus. 


Polokus goes back to sitting quiet- 
ly. He’s done his part. Now it’s up 
to you. 


THE APE 


ope DEE NGA 


Find the two entrances that lie side 
by side and go through the right to 
get to the East Mine. Turn around at 
the end of this passage and sail 
back out to the central area where 
all the passages lead from. Turn at 


the first left and sail back to Uglette. 


After the Globox clan leaves, the 
mask takes you to Polokus. He fits 
the last mask into place. 
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When you get back to Uglette, 
she’s depressed and sitting on the 
ledge where you left her. All the 
babies you rescued spill off the 


- ship and run to their mom. 


Polokus opens a new warp that 
will take you to the pirate prison 
ship. 


PRIMA’S OFFICIAL STRATEGY GUIDE 


First, jump to the 
deck. You'll find a ole. 
the little alcove there. 


Shoot the dag shi 
~ until you can see the band over the bouncing box. 
the door set high in the wall across 
th 


on top of it, and jump th __., walking shell. Jump abo: 
doorway above. F : 3 A 
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You'll find the second ar : sw 

switches on the i 3 3 escape gate will open, th J 
_ big wooden structure you'r ; = giant chicken thing will break 

Check the map here for directions dow e little globoxes can 

E scape to their mother, who 
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Felons 


Captain Razorbeard has sent out This level begins with a bang, Grab the Lums as you go whizzing 
for reinforcements, who have and if you're not careful, you're by on the slippery deck, but watch 
come up with the ultimate the bang! out for the flames. 

weapon. It’s called the Grolgoth. 


You have to jump over the small 
bump in the deck to grab the Lum ` 
beside the windmill. Otherwise 
you'll overshoot it every time. 


_ Use the uneven places in the 
_ ship’s deck like waves. Change 
directions by taking advantage 
of those even places to switch 
back and forth across the deck 


more easily. > =a ya i NOTE 

= i : It’s going to take a 
number of trips through 
this level to get all the 
Lums, so for now just 
hunker down and try 

to get to the end. 


Leap up to avoid the exploding 
deck sections, then jump the gap 
and keep going. 


Once you get into the next sec- 
tion of the slide, you'll have to 


throw your magic fist into the Shoot the next switch to the left 
switch on the right to deactivate of the spiked pole. A ramp drops 
the deadly laser beams covering into place to the left of the 

the doorway ahead. spiked pole. Go up it. 
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Another switch on the left needs 
be activated. Once you activate 


| it, a ramp opens beneath the 
_ switch that allows you to miss the 
_ turning spiked pole. 


140) 


Duck and dodge and blast the 


A doorway lies to the right. And to 
the left, in front of the desk, is a 
teleporter unit. Walk through the 


_ doorway and out onto the catwalk. 


robo-pirate on guard here. 


| 


The next switch you have to hit 
lowers another ramp to go over. 


Go around the hole in the floor to 


_ gather the Lums there. Then go 


down into the hole. 


There’s a door on the other side of 
the room, but you can’t get there 
like this. Jump forward from the 
end of the catwalk. 


Throw your magic fist at the 
switch on the wall. 
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Throw your magic fist at the next 
_ switch on the left to drop a ramp 
‘there. 


The console in front of you looks | 
interesting, but there’s nothing you 
can do with it. Walk in front of it. 


Glide down to the ledge on the 
right that has crates on it. 


Climb the catwalk. Then turn left 
and glide out to the ledge with the 


“magic fist power-up. Climb the 


catwalk again and up to the tallest 
ledge along the chains at the back. 


Look down at this catwalk directly Take the yellow Lum in the corner Aim for the doorway on the other 

behind the spiked roller to spot the and walk back to the teleporter in side of the room. Gather the yellow 

five-pack of yellow Lums hiding there. front of the desk. A walking shell Lums that are scattered uate 

You can't get it yet, but you will. races from the teleporter, all bridges and between the big tanks. | 
revved up and ready to go. Saddle 
up cowboy! 


Once you're through the open 
door, keep flying. A closed door 


ae, J Eg rer X ae 
While you're flying around, don’t for- ‘ = J 


get about the five-pack of yellow Lums 


you spotted behind the spiked roller The switch that opens the door at ahead promises certain dea 
under the catwalk. Fly back outinto the other end of the room can be you'll smash like a bug ona 
el hard to spot. It's on the short cat- 


windshield. eee 


the open. 
‘ ne walk leading to the closed door 


Make sure you're right side up as a Fly under the gap at the bottom oi 


a saat 


the trail of yellow 


you swoop toward the door. Look Keep grabbing the big skull door on the othe 
to the left to spot the opening. Fly ese ae 
through it. a 4 
u 
e~ BY P enean l 
A d ee Fly along the corridor and follow ies 
Pp keai DEEE the next line of red steps. Fly through the beams ahead. Keep 


a loose touch on the control stick 


beppigaonitiewalliren di and don't make any sudden moves. 


under the next skull-faced door. primagames.com 
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loose. Captain Raz 


t his secret weapon. > 


s.com 


NOTE 


Razorbeard’s usual attack 


consists of throwing the 

explosives then jumping on 

you. When you hit him, he 

shifts to fiery blasts from 

his feet that you need to 

avoid, followed by the : 

big jump attack. cig 


After you hit Razorbeard three times, 
you won't completely finish him, but 
you will make him terribly angry. He 
jumps at you again, but this time he 
plunges through the decking. 


Hit Razorbeard to topple him. He will 
dodge sometimes, so make sure you get 
a good spread on the three explosives 
by shitting before throwing your magic 
fist at each of them. It takes a little 
practice, but you'll master it quickly, 


In the forest, Ly hears your screams 
for help and contacts you. 


Even as you're falling, you spot the 
silver Lum she’s sent to help you. 
Ain't magic great! It does look like 
certain doom is waiting for you in 
the lava pit but the silver Lum halts 
your fall, floating you safely above 
the lava. 


Unfortunately, the decking under 
your feet gives way too and you fall. 


£ 


| Ly speaks to you with her magic, 
telling you Razorbeard still has to 

| be destroyed even though the 
tobo-pirates have all been beaten 
on the planet. 


In seconds, you’re transported to 
safe ground inside the battle- 

ground where you're joined by a 
walking shell that’s totally excited 
to see you, Er, 


Unbelievably, Razorbeard and the 
Grolgoth have survived. Even with 
one leg blown off, the evil pirate 
captain has managed to cateh him- 
self between two support poles. 


Part of Razorbeard’s arsenal 4 O~ 4 
includes heat-seeking missiles. & 

They only last for a short time. Stay 

ahead of them, then when they iz 


start to close on you, pull a 180- 
degree turn to shake them loose. 


Hanging there with his pet robot 
all beat up, Razorbeard still won't 
give up. Fly over the lava. 


Dropping into it will kill you. primagames.com PE. 
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THE GREAT ESCAPE 


STRATEGY 
| Two tunnels branch off the main chamber where R: 


to go search for it. Just fly by it to acquire it. The cannon has four ‘bobs 
disappears and you have to go get another one. 


Use two of the four shots in a single pass on the Grolgoth’s hands to drop it into the lava. You'll have to turn slightly from side to 


side to enable the auto-aiming feature to work. Save the final two cannon rounds to hit Razorbeard while he’s flailing around in 


the lava to do-maxi i — Ma 


ittle-bit of his life, he'll scramble up into this upper passage and attempt to hide. 
own again. 


a el 


As soon as you've destroyed the The explosives Razorbeard has Ly sits on her branch afterward. 
Grolgoth, Razorbeard flies from the planted throughout the pirate ship It’s easy to see she’s sad. Everyone 


robot in a small aircraft. Razorbeard suddenly rip it to shreds in the air. else is sad, too. 

tells you it isn’t over yet. He has.a OR 
final surprise for you. As he flies 

away, you get a really bad feeling. 
Et 


GRT 


| Then, out of the shadows, support- 


It seems that all that was found of 
Rayman after the huge explosion 
was one lone foot. 


But have you really seen the last of 
the evil pirate captain? Razorbeard 
Ly is satisfied, happy that all is may still be lurking out there 


right with the world again. somewhere, putting together his 
next evil plans! 
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So, Defeat every 
+" end-level boss 


Sæ Detailed walkthrough 
—" for each level 
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<> Bonus levels exposed 


5 All four mask 
< locations revealed 


Strategies for 
maneuvering Rayman 


A Complete character list 
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